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Congratulations! You are now 
the lucky owner of the second 
Computer & Video Games Year- 
book and we hope you enjoy 
what you'll find crammed into 
these fun-packed pages. We've 
attempted to bring you a lot of 
new and exciting features — like 
our tips on Dragon's Lair and 
playing strategy games. But 
we've also included a few old 
favourites this time, too — like 
Bug Hunter's round-up of 
programs that help you write 
games and our top ten games 
designers. There are some tried 
and testing listings too, plus our 
very special competition with an 
MSX computer as the big prize. 
So stop reading this and turn 
the page — it's much more 
interesting over there! 
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Front cover illustration by Gary Blatchfo: 






ASTEROIDS /BBC 

Will you make it through the ci 
to refuel your space c: 



[ an asteroid field 



DAVE 

GREENFIELD. 4 

re Greenfield, keyboard 
player with the Stranglers, 
gives us the lowdown on 
his favourite games . . . 

PAUL DANIELS -23 

Ace magician, Paul 
Daniels, tells us how he first 




ZEPPELIN 

Manoeuvrability is no easy task as you try 
munitions factories from your Zeppelin, 

TEST MATCH/SPECTRUM. 
Think you could do better than tl 



VINCE CLARK.. 



England t< 



KILLER ...-92 

A defenceless little ball needs three lives, when it is 
bemg chased by Killers and Super-Killers!. 

SALVAGE ONE /VIC 20............. 10fi 

Any old iron? Any old iron? How are you at salvaging 

junk metal in space? 

ASTRO PIZZA/SPECTRUM 116 

Here is the recipe for an astro pizza. First, you must 
catch your mutant vegetables . . . 

OPERATION SEA WOLF/TEXAS .....124 

Can you protect this secret underwater defence 
establishment from enemy submarines? 



passion for video garni 

TERRY JONES.. 
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CHARTING THE HITS! „...ll 

Ever wondered how we put together the Computer & 
Video Games/Daily Mirror Top 30 games software 
charts? Well, this is your lucky day! 

STRATEGY GAMES 24 

Mike Turner takes us back to the beginnings of strategy 
and war games on computers which are currently 
enjoying a boom. 

THE GAMES DESIGNERS. 26 

We put faces to the names you've probably only seen 
on the cassette inlay of your favourite game. 




1 ADVENTURE FOR BEGINNERS 32 

rl Never played an Adventure before? Why not start here 
f\ with Mike Turner's mini-Adventure for the Spectum. 
J| Once you've got the bug, you'll soon be looking for 

I TREACHERY 40 

II Mike Singleton's great computer moderated board 
'I game had Spectrum owners gasping when we first 
A printed it back in March. Now Commodore 64 and BBC 
1 owners can get involved in the dark world of 
I tional espionage. 



1,001 REASONS 
WHY YOU SHOULD 
READ C&VG 5 

If you are a regular reader 
of (he top computer games 
magazine, then you'll know 
all this already — but it still 
makes interesting reading! 

GOLDEN JOY- 
STICK AWARDS 
PREVIEW 6 

Last year saw the first 
C&VG Golden Joystick 
Award ceremony which 
rewarded software houses 
for originality and success. 
Which games will win the 
gold awards this year? 



LETTER FROM JAPAN 70 

Our Japanese correspondent, Tom Sato, tells the story 
behind Space Invaders - the game that launched a 

new industry. 

HOW TO BEAT DRAGON' S LAIR 72 

C&VG's arcade expert tells you how to tackle the 
famous laservideo game that heralded a whole new 
generation of arcade games. Want to know how to help 
Dirk the Daring rescue the beautiful princess from the 
clutches of the fire breathing dragon? Then read on! 

SO YOU WANT TO BE A BUG 
HUNTER 78 

Fed up with bugs in your programs? Want to know how 
to get rid of them? Then read the Bug Hunter guide to 
program pest control! 





DESIGNING YOUR OWN GAMES 84 

The C&VG Bug Hunter takes time off from squashing 
pests in programs to take a look at the new breed of 



e Man 



M,:i, 



THE YEAR'S TOP TEN GAMES 88 

These are the games that YOU made chart toppers 
during 84 and the games that the C&VG team liked the 
best out of the many hundreds of tapes that flooded into 
our offices throughout the year. 



MARCUS & THE MICRO 38 

Join Marcus, a Latter day Alice Through The Looking 
Glass, as he journeys beyond his computer sen 
the land of Beizerk! Find out how he copes wttl 
bytes, exploding sprites and that grumpy old Turtle. 

OLYMPIC HOLIDAY WINNERS 128 

Take a trip to the USA with the lucky winners of C&VG's 
grand Olympic holiday contest. Gavin and Nathan Cox 

had an amazing time and sent us some of their holiday 
snap shots to show you. 




MINI-QUEST 14 

Those of you who enjoyed 
our Quo Vadis? quest will 
love this. 

THE BUGS ...97,123 

Where would C&VG be 
without the Bugs? 

PUZZLING 110 

Trevor Truran brings you 
Puzzaders. the only alien 
invaders who could win 
Mastermind! Plus lots of 
mind boggling brain- 
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you're now the proud owner of the Computer 
& Video Games Yearbook. Yon either grabbed it 
off the shelves because you are a regular reader 
of the first and best fun computer magazine — or 
because you simply liked the look of the cover! 
Whatever made yon purchase this amazing 
publication, we're glad yon did. But remember, 
what yon find packed between the covers of this 
Yearbook is just a sample of the delights to be 
discovered in Computer & Video Games — the 
magazine — each and every month. 

Computer & Video Games was the first 
magazine to appear which was devoted entirely 
to computer games. That was well over two 
years ago and, since then, several other 
magazines have been quick to copy our style. 

Bnt we like to think we do it better than any of 
the opposition. Who else brings you pro- 
fessionally written listings by top programmers 
like Matthew Smith — the man who had two 
oner one games hogging the C&VG/Daily 
Mirror Top 30 for several weeks this year — and 
the zany Jeff Minter of Mutant Camels fame? 

And talking about the Top 30, which other 
magazine has taken the games world as 
seriously as CAV r G?We were the first in the field 
with a properly researched and truly inde- 
pendent games software chart — developed with 
the assistance of the Daily Mirror newspaper 
and NOP Market Research, the leading research 
company in this country. You can get up to date 





news on the charts every other Saturday in the 
Daily Mirror. The chart was also featured on 
BBC's Superstore and Saturday Morning Picture 
Show during the summer. 

No other magazine brings yon competitions as 
amazing as our terrific Olympic Holiday contest 
— which you can read about on page 128 of this 
Yearbook. 

No other magazine brings you the latest games 
news as quickly and — more often than not — 
exclusively, as Computer A Video Games. 

Who else has World Champion games players 
on the games reviews staff? Both Atari world 
champs, Andrew Brzezenski and Stuart Murray 
review games for C&VG plus of course our 
1983 Arcade Champion, Julian Rignall! 

Then there's Keith Campbell's much praised 
Adventure column — plus the extremely useful 
Adventure Helpline which has saved many an 
Adventurer from a fate worse than death. 
Computer & Video Games is a must for 
Adventure games fans everywhere! 

In fact, C&VG is a must for any computer 
gamer — whether you enjoy blasting aliens or 
getting tough with Trolls. So if you've enjoyed 
reading this Yearbook and fancy some more of 
the same on a monthly basis during 1985, why 
not rush down to your newsagent and place an 
order for THE computer games magazine, 
Computer & Video Games. Accept no substitute! 




C&VG'S GOLDEN JOYSTICK AWARDS 1984 

his form to nominate your favourite games, software house or programmer. No nominations will j 
:cepted unless they come on this form. Send it to Computer lc Video Games, Golden Joystick 
rds, Priory Court, 30-32 Farringdon Lane, London EC1H 3AU. 



Software House of the Year 

Second choice: " 

Best Original Game 

First choice: 

Second choice: 

Best Adventure Game 

Fust choice: 

Second choice: 

Best Strategy Game 

First choice: 

Second choice: 

Best Arcade-style Game 



Programmer of the Year ... 
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HEN BO TO 490 






510 FUELX=5000:Sr/.-0: SYX=0: UX7.=0s UY2=0l N 


<^i4s 




DVAX-0 




520 SHIP POS:UNIT P0S:SPEED=5E-2 






530 END DEFine 




540 DEFine PROCedure SHIP_POS 




550 OSXX-SXXlSXX-2 1 2+SHIPX«SIN<P0S) 




560 DSYX-BYX: SYX=S6+5HIPX*C0S IPOS) 




570 END DEFine 


SSL *WBf \\N «■*■» 


580 DEFine PROCedure UNIT_POS 


590 DU XX-U i ■;. : U XV.=2 ; 2+1 IN I TV. »S I N ( DEGR ) 


ALTER V. RADIUS OF ORBIT !, UP/ DOWN KEYS 


600 OUYX-UVX? UYX=9B+UN m*C0&1 BEER > 


TO '■'■ ALTER SPEED. KEEP AN EYE ON YOUR F 


610 END DEFine 


UEL'W'IF IT RUNS OUT YOU'RE DEAD!" 


620 DEFine PROCedure SCREEN 


220 END FOR X 


630 OVER : CLS : I NK £0 , L : CSI ZE£0 ,3,1: AT£0 , 


0,1: INK 3sFLA5H IsPRINTV PLEA 


0,0:PRINT£Oj 'FUELS TIME: ' : INI £<■>, 7: 


BE PRESS SPACE-BAR TO CONTINUE'; 


AT£0,0,< i 


240 CSIZE 0,0: FLASH 




250 WAIT SPACE :HIGH=9999:H IGH*='QL'j H*= ' 


640 INI 7: CURSOR 2 12, SB: PRINT » 


99:99 




260 END DEFine 




270 DEFine PROCedure WAIT_SPACE 




280 REPeat LDOP 


670 DEFine PROCedure MAINLOOP 


290 KEY*=INKEY*(0) : IF KEY*-' ; THEN EXIT 


680 BEEP 0,100,0,990,-2.7, 10,10; 3D ATE 19 




B4,l,l,0,0,O:REPeat LDOP 


300 END REPeat LOOP 


690 FOR DE6R=0 TO 2*PI STEP SPD 


310 END DEFine 




320 DEFine PROCedure TITLES 


710 INK 5s CURSOR OSXX.DSYXsPRINT ' 


330 CLS: CSIZE 3,1::0VER Is FOR X=l TO BO 


720 CURSOR SX7.,SYX:PRINT'7' 


340 CURSOR 2B0-(X-l)*2,X-ls INK 2iPRINT S 


730 INK 4: CURSOR OUX 1 /. , .QUYXl PRINT ' ' 


*lCuftSDfi 280-X+2,X: INh 7:PRINT S*:BEEP 


740 CURSOR UX7.,UY7.:PRINT'2' 


K, 0,0, 1,15, 10,0 


750 IF <SXX>UXX-3 AND SX7.<UX7.-<-3> AND (SY 


350 END FOR X 


7. '.-UYX-3 AND SYX<UVX+3) THEN D»=DATE*:TM* 


360 INK 0:FOR X=0 TO BO 


=D*<16 TO): RET urn 


370 CURSOR 2B0-X*2,X: PRINT S*s BEEP 0,80- 


760 INK£0,7:AT£O,0,6sPAPERC0,2*(FUELX'C2O 


1,0,0,1,15,10,0 


00):PRINT£0;FUEL7.j :PAPER£O,0:FUELX=FU 


380 END FOR X 


ELX-SPEEDMOO: IF FUELX< 1 THEN AT£0,0,6)P 


390 BEEP 


APER£0,2:PRINT£0; ' :PAPER£0,0:RETurn 


400 FOR X=0 TO 128 


770 AT£0,0,1S=D*=DATE*:PRINT£0;D*<16 TO) 


410 INK RND (I TO 3) 


780 OVER -HINK RND (I TO 7): CURSOR 212,8 


420 LINE 192,140 TO RND (412) ,RND ( 255) : IN 


8sPRINT*X+' <RND<! TO 3)): OVER OiKEYX-CC 


K 7t CURSOR 120,80: PRINT 5* 


DE(INKEY*(0)) 


430 BEEP 0,-X*2, 255, 0,0, 15,5 


790 SH1PX=SHIPX+ (KEY'/.= 192) - (KEYX-200) 


440 END FOR X 


BOO SPEED=SPEE D+5E-2» ! 1 E W:=- ji.>B ) -5E-2* (KE 


ISO BEEF: PAUSE SOsPAUSE 100: CLS 


YX=216) 


460 END DEFine 


BIO IF SPEED<5E-2 THEN SPEED-5E-2 


470 DEFine PROCedure VARIABLES 


S20 IF SPEED >. 5 THEN SPEED=.5 


480 RANDOMI SE : SHIPX=20+RND I 60 > 


830 IF SHIPX<9 THEN N0VAX=1 : RETurn 


490 UNITX-20+R 


MD (60) :PQS=PI : DEGR=0: SPD- ( 


SAO IF SHIPX>BO THEN SHIPX-80 



S60 END FOR DEBR 

S70 END REPeat LDDP 

BBO DEFine PROCedLire SAME OVER 

890 BEEP: IF NOW/. THEN NOVA 

900 IF FUEL7X1 THEN 

910 OVER -1:F0R X=l TO 120 

920 INK RNDC1 TD 7):CURS0R SX7..SY7. 

930 PRINT"£HID»— X'tRNDd TO B>> 

940 BEEP 0,RND<30> ,RND(30 TO lOO) , IOC 

7,3,10 

950 END FOR X:OVER OsCURSDR SXX,SY7.:F 

T' ' 

960 END IF 

970 BEEP:CLR-/.=2 

980 FOR X=99 TO 5 STEP -5 

990 IF X=99 THEN CLS 

1000 BORDER X,CLR7.:CLR-/.=CLRV.+ lsIF CLF 

THEN CLRX-1 

010 END FOR X 

020 FDR X=3 TO 99 STEP 3 

" •■" BORDER X,0 



1040 END FOR Xi BORDER 






1O50 FOR X=l TD 27 






1060 FOR ¥=1 TO B:PAN£0,-2 






1070 «T£0,0,27cPRINT£0; ' 




E OVE 


1OB0 END FOR -X 






1090 TF FUELX<«© OR N0VAX=1 TH 


EN Mb 


W_BAI1 


E:RETurn 






1100 CLSlCBIZE 3,1:IN1: 5 






HIO PRINT WELL DONE! 






you docked iNi ' 






1120 5C0RE*=TM3<1 TO 214,' Bins 


• i 




D>!<' sees'! INK 6:PRINT\FILL* C 


' . I" 




-LEN ( SCORE* ) ) / 2 > ) ; SCORE* 







130 U 60*TM*(1 TO 2)+TMS<4 TO 3> ; 
THEN PAUSE lOOiNEW_BAttE«RETurn 
140 FLASH liINK 4iPRINTV NEl 

SCORE! ' :FLASH Os INK 7tCSIZE 0,0 
150 REPeat ENTER 

160 INPUTW 'YOUR NAMEi jHIBH*:IF 
GHflij AND LEN<HIBH*X12THEN EXIT 

END REPeat ENTER 



UGH=Tf> 

NEWJ3AME 



ro : 



ro): 



220 FOR X=l TO 30 STEP 5 
230 INK <X+9)/5:F0R Y=X TO > 
240 FILL 1: CIRCLE 206, 137, Vl 



* X=l TO SO 
137 TO RND<412> ,RNDC255) 

(: PAUSE 25> PAUSE 25: BEEP: I 



E0,-1 

I: INK 5: CURSOR 2,2: PR IN 
JL 3: CURSOR 0,0: OVER 1 




1B7,113:PRINT 'GAMES' 
;■ L lsLH* 144,13? TO 287, 1] 
■Q 279,117 TO 136,117 TO 1 44 , 137: FILL C 

VIDEO' 



[DEO ': BEEP C 



SCORE*) i 
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THE T0P30 

HOW THE HITS ARE CHARTED 



Computer S Video Gomes/Daily Mirror 
I Top 30 Chart, that's why! 

Our chort first started oppearing 

earlier this year. Since then, it's 
established itself 05 THE chart to watch. 



Each month in Computer & motorcycle courier to the Computer & 

Video Games and on the wall of v,ds ° Go J" M offices and ,he "j^ 

your favourite computer shop wldnlsda '%hortr Br aftetwa7cs 'the 

you'll find a top 30 games details oHhe new chart are7ushed to a 

Software Chart. It's Compiled for nearby printer to be transformed into 

Computer & Video Games by the poster you see on the walls of your 

National Opinion Polls. We I ocol computer store. 

decided to tell you just how thai J^^"**" 
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of the top selling 
games. The chart 

every fortnight 




e NOP 


C&VG 
duct ion 


s a monthly 
schedule 


magozine, our pro- 
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the summer, the 
C's Saturday Picture 




in the days when the 
Spectrum was but a twinkle in a 
ZXBl's eye, the first fun computer 
magazine was bom — Comp titer & 
Video Games. 

One of die features in that first issue 
was a whole page devoted to 
Adventure games, the introduction to 
a series of programming tips, plus 

Writing a monthly programming 
series had its difficulties. Each article 
had to be complete in itself so as to 
appeal to the occasional reader, yet 
follow on from the previous one, 
allowing the regular reader to get the 
benefit of the series as a whole. 

After some eighteen months, Terry 
Pratt, founder editor of C&VG, told 
me over a drink at a Christmas party 
that he had decided to curtail that 
part of my page — I was to neatly 
wind it up, 

"After all." he said, "the circulation 
has grown so much since we first 
started, that most readers are out on a 
limb — they've missed too many of 
the basic steps," 

He was right, of course, but I 
headed home heavy of step and with 
the prospect of a frugal New Year 
ahead. 

Later Terry noticed that I was 
getting quite a considerable number 
of letters asking for help in solving 
Adventures, all unsolicited. C&VG's 
policy was —and still is — to provide 

and Terry suggested I started an 
official Adventure Helpline, 

So in June 1983, the Adventure 
Helpline was launched. It was the 
first in the field, later to be imitated 
by other computer games magazines. 

The letters I had been receiving 
contained many tips as well as pleas 
and 1 filed them neatly away, to 
consult for clues when needed. I had 
the feeling that making the Helpline 
official might produce a substantial 
increase in mail and 1 could see no 
easy way of retrieving information 
from files when, at a later date, there 
might be many thick volumes. 



In each and every issue of 



Computer & Video Games Keith 



Campbell, our ace Adventurer, 



deals with appeals for help fr 



fellow Adventurers stuck in dark 



dungeons or threatened by large 



flrebreathing dragons. This is the 



story of how the Adventure 



Helpline came to be — and how 



Keith manages to deal with all 



the piles of letters which are 



gradually taking over his house! 



to actually work for us, so I set about 
writing a database program on my 
Model III TRS-90, to help reference 
the correspondence. Information 
retrieval is, of course, one of the main 
functions of a computer. 

Sure enough, my prediction turned 
into fact a couple of weeks after the 
July issue appeared on the new- 
stands. The Adventure corres- 
pondence had increased almost 
tenfold! Luckily I already had "the 
technology" to manage it! 

On to diskettes went all the details 
— name and address, games on 
subjects mentioned, category of 
subject (tips, pleas and various other 



is able to check quickly 
u a writer nad written before. If he 
had, within seconds I could locate his 
previous letters and continue the 
correspondence as if I were writing 
to an old friend. Well, I was really, for 
I consider all readers who write to 
me to be friends and try to reply 
accordingly. 
That is no easy task when dealing 

felt pleased that I was using my 
computer to personalise replies, 
rather than the opposite. 
Three months later, so fast and 



had ii 



Many people seem to think that a 
t computer eliminates the personal 
i touch but, with the use of my ne* 



expand the disc files. To 
reduce head movement, these had 
been pre-allocated on the disc. 

Disaster struck — I did the in- I 
excusable! I created new blank files 
on a clean disc and wrote a short 
routine to read records from drive 
and write to drive 1. I accidentally 



switched the discs and wrote blank 
records over the painstakingly built- 
up name and address data! The 
inexcusable was the fact that I had 
failed to make a back-up copy before 
commencing the operation! 
It took nearly a fortnight to 
— I had to go through the paper files 
and type my way back in from 

This had to be done very carefully, 
so as to get the pointers right, else I 
would have to type the other files 
back in as well! When completed, it 
came home to me just how valuable 
the program was, I would not have 
considered repeating all that typing if 
I wasn't getting a lot of use out of it! 

M i ll I n' M M 

Up to this time I had been replying 
by letter typed on a word processor 
(Scripsit - on which all my articles 
are written). This meant printing the 
letter and a file copy tied up the 
computer, leaving me idle, or having 
" constantly break my train of 
thought by playing a review game on 
another micro. 

There were three options available 
to overcome this — a hardware 
spooler (a device which stores the 
data waiting to be printed, thus 
freeing the computer for less 
mundane tasks), a second TRS-80 
with drives, or postcards! 

The first two options were very 
expensive, whilst the third, 
surprisingly, had other advantages. 



They at 



e by !; 



and you — and have proved very 
much worth the dme they took to 
write, adapt, adopt and improve. But, 
of course, they won't actually write 
the letters — only people can do that. 



The story of the Helpline wouldn't be 
complete without mentioning Paul 
Coppins and Simon Marsh, the two 
lads who help me cope with the ewer- 
increasing volume of mail. 

Paul and Simon were recruited 
from amongst the regular writers to 
Helpline and do an outstanding job in 
helping to keep the answers flowing. 
The clues we pass on to those in 

experience and the carefully collated 
tips sent in by readers. These are 
freely given and not always 
accompanied by a reciprocal plea for 
help. Many are extremely detailed, 
including maps and, in some cases, 
complete solutions. 

Finding an answer to some letters 
can be extremely difficult and time 
consuming. Like the time I spent a 
whole Christmas afternoon playing 
my way through Pyramid of Doom 
just to answer one letter! I kept dying 
and for the life of me couldn't 
remember how I had originally 
solved the game! 

Some letters are very gratifying to 
read. One such just over a year ago 
came from a reader who first bought 
C&VG while he was considering 
which computer to buy. He said he 



specially printed ones with tailor- 
made artwork would, I thought, make 
an attractive personal greeting. So 
the cards were printed and have 
become the standard medium for all 
but the longest answers. 

As time went on, searching the 
database to list letters on a particular 
game often produced a long list, 
involving leafing through numerous 
fat loose-leaf files. 

Many of the letters, when found, 



the delay in writing back to her. 

Two months later, I noticed a vast 
envelope stuffed full of readers' 
letters hanging on the C&VG office 
wall. It was labelled "Rebecca 
Corwel letters", I became suspicious 
and asked Robert Schifreen, quite 
casually, who she was. 

"Oh, that's mel I used it as a pen- 
name in the Mailbag. Those are the 
answers!" he replied chirpily. 

"Are you a Hobbit player by any 
chance?" 1 seethed. "Oh! I'd 
forgotten about that! Yes, I was stuck, 
and I thought it would be a good way 
of testing the Helpline!" I had 
sweated blood over that reply! 

It had gone in the office out-tray a 
couple of yards from Robert's desk, 
then downstairs for franking and 
posting and was duly delivered on 
his doormat in Edgware the following 

If you still have your copy of the 
December 1983 issue of C&VG, you 
might care to turn to the opening 
paragraphs of my review of Circus. 
You probably didn't realise it at the 
time — I was getting my own back! 

Every now and then I get a good 
laugh from a letter. Like one from a 
pupil at a remote boarding school — 
who shall be nameless to protect the 
guilty, but he knows who I mean! 

He was bored to death by the lack 
of any life in the locality - C&VG 
always got delivered three weeks 
late, if at all — and to cap it all he was 
stuck in a boring Adventure. 

He said that if I didn't help him. 



reading my review of Pyramid of 


he'd take up 


something really 


Doom, bought the game for his 






recently acquired Atari. 


wallpaper. I ra 


n off the reply by 


He soon completed the whole Scott 




^ut-down wallpaper 


Adams series and enclosed a sealed 






envelope to pass on to a reader in 


Occasionally 


: get a letter that 


distress with Golden Voyage, ' 'to put 




re the ones that offer 


back in some of the enjoyment which 


tips for cash. Th 


se readers get short 






shrift! We don't pay 




for tips — and 


we don't charge for 


I sent on that clue — to a P. Coppins 


them. The cone 


pt of the Helpline is 



. icular c 
needed and I felt there had to 
more efficient way of getting t( 
actual information needed. 



9 needed was another 

themselves. So I set about writing 
another program. Into this goes 
every worthwhile tip I come by, on 
any game. 

It might be thought that I am 
unlikely to forget things like how to 
get past the Advent 



smbered a 



This allows me to s 
automatically printing o 
clues for readers wun t 
problems and concentrate my I 
on a personal message. 

These programs have served m 



3 by 



Christian name in those c 
looked the correspond em 
riting this — and f( 



hJJtm.m.lr^^JJl 



problem. It was from a young lady — 
Rebecca Corwel of Edgware. My 
Hobbit knowledge was almost nil at 
that time, so I put it to one side whilst 
I pressed on with the rest of the pile. 
A few weeks later, of course, it 

leaving the poor girl without an 
answer for so long, I spent frantic 
hours searching through my then 
undocumented file. I finally pieced 
together an answer and replied in 
grovelling tones of abject apology for 



fre. 



of infor 



en Advi 
of momentum by Paul 

After our replies have been sent, I 
i-read the letters for previously un- 



bit 






i add tl 



o the 



database. Finally, I load Scripsit and 
go through the letters once again, 
picking out the problems that proved 
unanswerable a 



> prevx 









in my regular column. 

But the story doesn't end there. 
When it's time to write the next 
Adventure Helpline page. I edit the 
Scripsit text and remould my rough 

appear about two months later. 
And then the cycle starts all over 

13 



"What's your program of the day 
then, Dan?" enquired Lizzie Thomas 
of her diligent brother. Dan, huddled 
over his keyboard, muttered some- 
thing in reply which Liz did not catch. 

She looked up from her own com- 
puter and from the exciting new 
historical adventure she was in the 
process of composing and tried 
again; "Hey! Genius! What are you 
writing?" "Shut up woman", was the 
rejoinder from the young bioc hem- 
genetic engineer, intent on his nex 
line of code. "Now look what youvs 
made me do!" he exclaimed, "I've 
gone and mis-spelt an important 
word and the program's hung!" 

His sister glanced at her own VDU 
screen and said "Funny, so has 
"What did you just type in?" 



1AM1S T 

or 



credible game! 
Twill give you, Dear Reader, the 
start you deserve, 
Tis the Word which the Twins 
found to let them observe 
The Alchemist's caverns and all 
that's there shown, 
Success to your Quest and your 
search for the stone" 
Dan mentioned the word and they Dan and Liz immediately shouted 

That just has to be one of the cry was in vain for no sound can 
greatest coincidences ever" said penetrate the scene 
Dan. "But look what's happening to But you, gentle quiz-solving per- 

tne screen shouted Lizzie, pointing =«- —..-. — :~ •>-- ™—^. ■— .. . 

frantically to her VDU. Dan, equally 
stunned, was watching the screen im- 
agery change from " * 



acute perception produce a beautiful 
symbol on his screen ... A little 
feverish research soon gave them the — 
answer! 

As they watched fascinated, the .„ _ 
fur-capped figure of The Alchei 
himself glowed bright in front of his 20 r < 
furnace and their screens flickered 25 
era and disjointed words such 30 
as Lucifer and Tipperaxy. Andy 35 
Adept (for it is he - you can tell by 40 
the fur hat) turned to them and " w 
recited: 

"Give me the name of the man and H " 
the date „ £ 

When first he was truly aware 
Of the stuff he had made in his fur- 70 Gi 



(Youm 



re!) 



it treat it with infinite 



S3 



From their "window", the Twins L. _ 

saw only one clue so perhaps our , 

clever readers will get there first .. . 

After all, the Thomas's are not exactly »5 gi 

in the running for prizes! But again it 100 O 

was Dan who got this one, Liz being 105 I 

... thwarted once more. To atone u0 l 

ed! Wait though! Let us see what however, she was far ahead when — 

nrus tarn Uar alpha- new wonders appear on the Twins' Commodore Atari of The Imperial . _,■ 

ated by mysSn^Sh =C M^ottX^m det ft""" ""* ™ " ^ ^ 

within the cave and* pressing buttons "Some Peopas computas in homes »** 

on a huge console, intones: Some peopas go down big harrs c ^ est 

The object of your true desire Pray games on machines veily fast ""L 

Requires the keenest mind on the scleen* 

To scan the scene for knowledge 



curiously mortal expressions . . . 

The Thomas Twins' discovery was 
a window into a fabled land created 
by the incredible chance of typing 
that magic word at precisely the 
same instant. They looked and heard 
a small rubber suited figure 
announce: 

"Now listen with care to WET- 
SUITED WILLY, 
Ignoring my message would be 
really silly. 
It's happened my friends; The 
Word has been typed. 



We'] 



ve been wiped. 

w of the neatly drawn 



From matrices designed 
To run with ease a program bold, 

A Symbol so defined 
In days of yore well known to those 

Who sought mutation's kind 
Reward for diligence in crushing 

To leave pure Gold refined! 
The Year-Bo ok bids you write the 

The Thomas Twins could s 
the method needed ai 



__ the scleens 
Prace is named flom whea Sticks .^ 

Liver fairs!" 
But instantly from the depths of the quaI 
cave, a Puffer called Gine retorted: Fhree 
te: Puffers are low grade br 
st's assistants mainly IOf Co 
recruited from the ranks of failed The la 
BSc's in chemistry and discarded ca 

software writers — this one goes In lani 
tering "I'm a gine, I'm 






;s The 



Tot :' 



their keyboards with a 



Gine . . .) 
"That poem won't work, you slitty- 
eyed Berk! 

e the lathes a: 




but Liz, To pinpoint the peak where the 



Naturally, Liz, having grown up 
with classical geography, was home 
and dry on this one. Dan's interest 
diverted to a sum he had spotted on 
an oilcan (could this be the perfect 
base from which to construct the final I 
clue?) But some strange jazzy music 
brought their attention to MERLINN 
DRUMM chanting: 
"I sign a quarter area!" 

Time had flown and, although the 
Twins put their minds together as to ' 
how this could help with the pro- 
blem, Dan began to fret for his tea 
(highlight of his young life!). Finallv. n 
was Liz who had sown the first seed 
of a solution. Things in the music sug- 
gested a strong Latin influence and I 
she took a moment to reflect that the 
power alone could signify Elemental J 



a beautiful 
. . A little 
e them the 



row of his 
flickered 
lords such 
ry. Andy 
:an tell by 
them and 



SPECTRUM BASIC 

PRINT " 



as if x - 

M PRINT : 



Merlinn started to beat a bizarre 
hythm on a sharpening instrument 
jailed a Clone Hone and, in his 
richest baritone, accompanied it 
!^ e these letters now in English, 
Re-arrange in ancient tongue 
To make an elemental square, 
A quarter to each one. 
Three parts play well with alloy 

bri 9 hl . , .,,, 

(Of Copper, Zinc and Lead!) 
The last one must you wnte with 

In language long since dead. 

For it will guide your searching eye 

To regions wl * 



Count with Title starting true, 

The problem will unfold. 

Take no note of dot nor dash. 

The Final Story's told , . 

Take care! Read well! Those lines 

will tell 
We've h shownTou e ii which way to 



go, 






'"Tiftreens' faded 'and the Twins 
looked at each other for a moment - 
% thoughts of tea forgotten now - 
Ind set to work on their keyboards 
^hffeverish intensity. For the Pr^e 

is great and they have YOU to fceat 
And C&VC do not stmt their 

rewards for success in their Quests 



AAB EBJ HCF HDJ 

FHL Ihl GGH LHJ L*M 
KBK STT MOS NSV QOO QOW XQQ 

RTX IBA FGE LCC 
DHM FII ILL HNL LQ» UQ 

MNL LSP OPP SKM 
ORU RUV SQQ TWV ADC BDI FGC 

EMD FFI IGJ 
GGH QJL OLM NKO LRT QSS 

HTV VRS POT TPY SSQ 
JIE JFI GDI DDE GMF FFI OWN 
HHI PRR M* »Ii T ™ QPT 

OOQ WTX PSB TVQ CJB 

JKH KGL HED FFI MNH 
GIN SOU IQK MJJ OPQ OMM 

PUR NNO WW TSV YXU 
BSD EDC FGE HLK HIF GNF KKP 

HLP JOQ KKN SHS 
LLM QMR RBP ROQ SYP 

RTO EBA BCD FDD DDJ EHN 




^St'-Stf: 












I iL : 













'\'9>'.JW. 



L B^ir 



a 



v 








■ ■•I -think its calltdi ^ 




"TufrTi^ , 1 dicidV c^ite ^ a ve 
tfrvis in mmd 1 




1-Vdi Wee to c-owpla'tn aV>ouf 
-the UseT'^Ticndlu compute 
-fViaV qou eold me... 




• ■■Si/ice youdiscPV£/EdS| 
liAvadevs yoaVe lost al 1 
inte^st Irt ow Relationship] 



■ , tant a new recruit to th< 
.. j.:„ D=nl Daniels isn i ■ . . ._ . onn t nT f u 






new recruit to the 
Magician Paul Dartre *n ^ ^ „„ , , ^ 

lTw*T of the ^ dlen r f d a o B u ?°bout computers out of 
and also! wanted to find out 

L* everything in toeI,:1 and at ' w then they were 

new nothing. You don i try . entirely in 

d° ma - v. „H of that year 1 simply walked 

"Mvway, at the end ot mai y = 0Q0 , wam a 

assistant said, Have a ^ ° . keyboard. 

Sw that much, I d°™£5££* beC au S e that gW 
.■IreaUy believe I got very m^ Mn ^ s beer, 

hen as added an Epson MX BO^P ^ ^ simul . 




wun the other I 
everywher 



een plugged 






n '■<■->: 



96t « n ?Sf To" ^switch the lights on and 
D ^i] ? M a gi C Ad,enr U re which 



T,- u ; 9a rdiuonal type Mv^**^ ^ele 
to have games sections and a tew u ^ ^ ^ story . 

»At one point you go £ ' a ^ cut tVle deck and then 
needaiealpaokofoaxdsjouc compu t« ttiU. 

after answering a few £^S" ' , lm also involved 
vou what your card sW should be ou , soon 

( P1 ece of software \ on the 

'which consists ^^^L^t Cambridge who's a 
computer written by so ^ mathematician, 

magician, a programme « . |e gam es. 

We asked Paulat >°^£f 'V more (han yt h,ng 
»I tell you what I ve bee ". u ro * ch Tablet and Atari 
late ly and that's the A«E i°u foi hQUrs 

\J, l< is absoluteW br f^^^ering rainbow 
jus, playing around J*"^.. 

called Sea Dragon by Russ wet 



Podded 

.... .„ i™„w that computers can 



perform m *V* ai ° iim ge ts his hands 
when a real """^J^rtt to see ace 
on one? Mike Gerrar<l w ^ ^.^ 

magic man an f ^f ^ ying compute, 
^eTbuSsoTad a P haud in wri** 
l^mputer Adventure. 



rough a 



of 



m a couple of years, ^.^^nes'and dodgirt- 
underground passages^hooUng ^ ^ 

'eteHent and°reX bring ^^eXii^and 

anything. Infec '; ' to designing and building 

playing 11 v. nake. really- 

my own. They're qu,te easy d loys , lc te may 

mV P aul says M^^V*- ^^ 

SSMSSa venture. "But I m no, g 

^W^hould have known: magicians never rev 



STRATEGY GAMES: Begin 



War games have been around for 
egea — almost: se long as conflict: 
itself — but: only recently heve they 
started to become really playable on 
computers. Strategy and war 
games are enjoying a boom at the 
moment, thanks to Mike Singleton's 
Lords of Midnight: epic game, from 
Beyond Software, and companies 
like Lothlorien who have a range of 
authentic war game programs. 
Here, Mike Turner takes a look at 
history of strategy games and 
shape of things to come. 




In the mid-sixties mainframe com- 
puters were huge ponderous items 
that took up half a room and offered 
approximately 6k of user memory. 
Practically ail programming was 
done in binary code and time on the 
system was amazingly expensive In 
view of all this, it seems unlikely that 
anyone should go to the time and 
trouble of trying to program games 
on these machines! 

however. A lot of software was writ- 
ten specially for a specific customer, 
often after the computer had been in- 
stalled and, in order to get the 
operators acquainted with the 
machine, it was the custom of soft- 
ware houses to put some games on 
for people to play with. 

The most complicated one of these 
was called •Kingdoms or sometimes 
Hammurabi, after an ancient king — 
and this game was the true fore- 
runner of most of today's strategy 

Now, the principle of the game was 
that you had to rule a small country, 
dependent on wheat crops for its sur- 
vival. Each game turn represented a 
year, and each year the computer 
would tell you how much land you 
had, how much grain and how many 
subiects you ruled. Then you had to 



to buy or sell, how much grain you 
would plant, store and use to feed 
your people. 

The computer would do some 
calculating, add in a few random 
numbers and then print up your 
status for the next year. 

If you hadn't allowed enough com 
for planting, you weren't like to 
have a good crop and if you hadn't 
given sufficient out for food, some of 
your population would die of 



s possible 



play at 



n oppon 



computer keeping track of 
itions and finances. 
The .Kingdom principle is now 
ing applied to all kind 
from games that put 
seat at air traffic ccr 



At random the program would 
throw in such horrors as harvests 
spoiled by weather, rats eating some 
of your grain store and plague 
amongst your subjects. 

Just as the Erst Adventure pro- 
grams had been inspired by the 
game of Dungeons and Dragons, so 
the first business simulations were in- 
spired by board games such as 
Monopoly. Someone must have look- 
ed at the early Kingdom programs 
and realised that exactly the same 
pnnciple could be used to simulate 
almost any kind of control situation. 

Monopoly itself soon became avail- 
able under a number of titles from 
software houses, drawing fire from 
the board game manufacturers fran- 
tically trying to protect their 
copyright. 



charge of the economy or even i 
you at the head of a Chicago gang 
the Roaring Twenties! 

In early times all computer readt 
was either in the form of punch ta 



fair in 1968. c 






computer g 
well displayed a comput 
noughts and crosses witt 
that was to revolutionise 
use. and game playing in 
It featured a television ty 
Of course, space invaders 
long way away, as indee 
idea of being able to use a 



But it did make sua 
a possibility, with the 
track of 






r. The fii 






to emerge was a space tac 
most commonly called 
after the television series. ' 
was to command the U.i 
prise, explore the galaxy ai 
all the alien invading s 






tegings To The Present Day 




i lain date. 
iter would randomly set 
I up a galaxy consisting of a number of 
I sectors, each with the possibility of 

stars and refuelling 






■ . 



ild use letters, question 
ars to represent the 

i-iphics made pictures 

[ The Star Trek program proved so 
it is still available for 
-es in one form or 

lere have been no less 
rsions available for the 
>m R and R Software. 
1 Star Dreams, all of 

uthful to the original con- 



been around for a long time, and of 
course the super-powers have been 
playing serious simulation games 
since they Drst had the necessary 
computer technology. This has been 
recently highlighted in the film War 
Games, in which a micro user 
manages to get his machine linked 
by phone to the OS nuclear simula- 
tion and begins to play at what he 
thinks is a game called Thermo- 
nuclear War! He does not realise that 
the government has given control of 
the real defences to his games 



leaders, it Is possible to look through 
their eyes, injecting more arn 
phere into the game than the m 
conventional "markers on a m 
approach. 

The game has a fantasy sett: 
cross between Tolkein's The Lord of 
the Rings and The Chronicles o 
Thomas Covenant by Stever 
Donaldson, and it may not appeal tc 
serious wargamers, but the pro 
gramming represents a milestone ir 
strategy gaming, and it is to be hoped 






sed for 



It is true that there really is a com 
puter in the States that spends all it: 
time playing at nuclear war. and it is i 
sobering thought that in most of it 



Grea 



Britain gets 



--■■ I 



rames, using the com- 

•pponent, 

■ little more complicated 
Star Trek or Hammurabi, 



completely destroyed. 

Probably the strategy game that has 
progressed most from the early pro- 
grams is Beyond Softwares new fan- 
tasy war game Lords Of Midnight. By 
utilising a new method of displaying 
scenery that the designer, Mike 
Singleton calls "landscaping", it is 
possible to look in any direction 
across the Land of Midnight and see 
particular objec- landmarks, buildings and armies in 



other kinds of settings in the future. 

Certainly strategy programs have 
come a long way from their simple 
beginnings. 

Don't forget to read Mike 
Singleton's Fifth Coiumn every other 
month in Computer & Video Games. 
It's THE column for war-gamers and 
strategy games fans. 

Mike will be bringing you all 
up-to-date news and reviews about 
strategy and war games — 
computer and play-by-mail too! N 
is the man behind iords of Midnight. 
Treachery and — the one that started 
it all - C&VGs gone but not 
forgotten Seventh Empire play-by- 



mail gi 



e of programming logic w 



This is made 
the fact that, ; 



resting by 



» look < 



t foi 




NAME: Christian Urqhart 
GAMES: Cavelon, Hunchback, Eskimo 
Eddie, Transversion, Decathlon. 
BORN: Brighton, 1967. 

is a pretty humble experience — a BBC m 
ZX Spectrum in the school computer room, 
■Jrograni 
went to school in Abu Dhabi Things are slightly 
larger there. "It was on an IBM mainframe which we 
used from terminals, " he recalls. "I knew then that I 
7 M h a programmer ' lhou gh I didn'l 
Christian is presented with projects by Oi 
does not have to think up ideas for games. " Cavelon 
is my favourite game which is licensed from the 
arcade game by Jet Soft. Hunchback is also 
licensed game". 
At 17, Christian is Ocean's youngest programm 

his belt. This fact has not escaped his employers 

the Manchester-based firm - when C&VG called 

arrange this interview a spokesman said- "Oh rt 

he's going to get so big headed"! 

Favourite Food: Fish. 

Favourite Drink: Lager. 

Most Watched TV Programme: "I don't wat< 

much, but I do like a good film" 

Favourite Computer Program: Cavelon, Sabre 

Dragon's Lair, the arcade game. 

Countries Visited: Nigeria, Abu Dhabi 

Favourite Pop Groups: Nik Kershaw, FranWe Goes 

to HoUywood, Status Quo. 

Ambitions: To own my own software 

game I've ever played: Kiazy Kong by C 






NAME: Matcolm Evans 
GAMES: Trashman, Knot in 3D, 3D 
Tunnel, 3D Monster Maze. 
BORN: Romford, Essex, 1954. 

Malcolm Evans is a self confessed workaholic. "J 
hobby is computing. When I want to relax. I like 
sit down at the computer". 

This situation is not helped by the fact that New 
Generation's offices are now situated at the bottom 
of the garden. 

Malcolm's first contact with computers was 
previous job when he worked on computer ci 



hobby. 

Brsl games were for the ZX81 and 
published by a company called J.K. Greye." 

New Generation has since bought the rights to 
these games and now publish them. Malcolm's twin 
brother, Rod, also works for the company, handling 
the business side, leaving Malcolm free to 
concentrate on games writing. 

With Trashman /and II still in the charts, the future 
looks very bright for the dustbin software company 
Favourite Food; Curry. 
Favourite Drink: Lager. 

Most Watched TV Programme: Tomorrows World 
Favourite Computer Program: Trashman. 
Countries Visi u Canaries 

Ambitions: To continue to run my own company. 
Pets: "I've got two children" 
Favourite Musician: John Williams. 
Worst game I've ever played: 3D Star Wars. 
sounded good so I bought it. It was dreadful. The 
company that made it has now gone out i 
business". 

The one thing about computing which most mak< 
me want to throw up: Frustration when my progran 
won't do what I them to do! 





of arcade, strategy a: 



NAME: Philip Mitchell 
GAMES: The Hobbit, Penetrator, 
Mugsy, Sherlock Holmes. 
BORN: Melbourne, 1961. 



The Hobbit is now the at 
on four home computers — Spectrum. 64. BBC and 

Fenetratoris still the best Scramble-type game for 
the Spectrum and "-- 

superb graphics. 
With SJierlock ri 

even The Hobbit. 

Philip began his programming career with 
Melbourne House after taking a Computer Science 
degree at the local University. 

Philips next project, now that Sherlock is on sale, 
is likely to be Lord of the Rings though he exercises 
typical Melbourne House caution on this subject. 
"Nothing has been decided yet, though as soon as I 
am given the word I will start on the program". 
Favourite Food: Italian, apricots, oysters 
Favourite Drink: Coffee. 

Most Watched TV Programme: "I don't watch TV. I 
prefer reading Asimov and other sc; 



Visited: England, New Zealand. 

etire rich and be young enough to 
enjoy the money. 

Favourite Pop Groups: Fleetwood Mac, Eagles. 
Worst game I've ever played: Vatfiaiia and Psytron. 
The one thing about computing that most makes me 
want to throw up: "Nobody makes the computer 
that I really want. It should have at least one mega- 
bute.a 68000 chip.andvery high resolution graphics." 



NAME: Orlando 
GAMES: Zalaga, Frak. 
BORN: Unknown. 

There are a lot of things we don't know about 
Aardvark Software's Orlando. Like how old he 
where he was bom. what he eats for breakfast — 
the things that games players are dying to Bud ra 

And why are you deprived of this 
information? "I'm a very private person. I don't wa 
my life to become public property," says Orlando, 
his lazy London-Italian accent. 

So what do we know about this wizard of the Beeb 
keyboard Well — we can tell you that he studying 
something somewhere in England. 

We also know that his motivation for writing Beeb 
games that are better than Acornsoft's is not only to 
make money. "I enjoy writing games and playing 
games. It's as simple as that," he says. 

Orlando started out in computer games four years 
ago when he wrote his first game on the Atom. "It 
was called Hedgehog. I suppose you'd call it a 
Frogger game now, although it was produced long 
before Frogger went on sale". 

After that, he wrote an Invaders-style game 
"You've got to write an Invaders at some stage in 
your life." 

Favourite Food: Pizza Orlando, 
Favourite Drink: Malibu and Babycham with a slice 
of lemon, Guinness. 

Most Watched TV Programme: "I don't watch the 
telly really, although I occasionally plug in a video". 
Favourite Computer Program: Planetoid. Star 
Raiders. Miner 2049'er. 
Countries Visited: Lots. 

Ambitions: To be happy, fulfilled and complete. 
Favourite LP of ail time: Go by XTC. 
Worst game I've ever played: Bega's Battle — the 
arcade game. 

The thing about computing that most makes me 
want to throw up: "Computer illiteracy and stupidity 
and people talking about artificial intellifence". 





NAME: Tony Crowther 

BORN: Sheffield, 1962. 

GAMES; Loco, Killer Walt, Son of Bla 

ger, Potty Pidgeon, Monty Mole. 

Tony Crowther wrote his first computer game i 
Computer & Video Games only to have it turn 
down by us l 












is unlikely that any magazine 



rould turn down a Tony Crowther program. 
I borrowed the Pet from a friend. I became hook- 
L and decided to buy a Vic, I really learned to pro- 
le about eleven prograi 
was a Galaxians which 



i the Vic. 
:. One of the g: 
eally chuffed wi 

Tony now works full time for Gremlin Graphics. "I 
o most of my work at home, at night — it's easier to 
rork then. As well as writing programs for Gremlin, 
m also a director of the company and spend quite a 
it of my time looking at other games we want to 
publish. 

Food: Nothing foreign. 
. Drink: Tetley's Bitter 
Most Watched TV Programme: "I tend to watch 
videos. 1. hke The Evil Dead' 

Computer Program: Frak on the BBC En- 
--the64. 

Countries Visited. Spain, France, Germany, Malta 
Pets: A cockatiel called Silver. 
Favourite Pop Groups: iron Maiden, Cheap Trick 
Jean Michel Jarre. 
Ambitions: To be successful. 

tforst game I've ever played: Super Copter (it's 
lupposed to be a chopper flight simulation. It's writ- 
completely dreadful program) and 



NAME: Andy Spencer 
GAMES: International Soccer, Basket- 
ball, High Noon (with a partner). 
BORN: 1960. 

You would expect the programmer of two of the best 

sports simulations 

bailer < ■ 

just coincidence ... I'm not particularly keen 
wanted to have a go at representing 



r basketball player, but Andy Spenc 



I The 



I Basic - a 

on by Rabbit. 

Sting about computing that n 

to throw up: The amount of tin 



on football, 1 
the game on _ 

Unlike One on One, Electronic Arts rendition of 
basketball, Andy's game features three players on 
each side which enables the game to incorporate 
passing, an essential feature of the real game. 

"The first time I came across a computer was at the 
technical college at which my dad taught during the 
summer holidays. I sat down and played games and 
became hooked." 

"Soon after, I bought a half share in a Pet and learn- 
ed how to program. I wrote some games, one of 
which was a noughts and crosses program. I sent 
them to Commodore but they did not get 
published". 

Andy now works full time as a programmer. "Well, 
I wouldn't say full time but I don't have another job, 
that's what you mean". When he's not glued to 
VDU. he enjoys painting — pictures not walls. 
Favourite Food: Fish and chips. 
Favourite Drink: Cider. 

Most Watched TV Programme: Spitting Image 
Favourite Computer Program: Aztec Challenge, 



Holland. 

Ambitions: To travel the world. 
Favourite Pop Group: The Smiths. 
Worst game I've ever played: Pac M 
The thing about computers that mc 
want to throw up: Nothing in 





iNAME: Mike Singleton 

I GAMES: Lords of Midnight, 3Deep 

■ Space, Shadowfax. 

I BORN: Wirral, Cheshire, 1951. 

J Ask most top games designers if they like playing 
ames and chances are you'll get the same answer: 
I don't really play them much. I only enjoy doing 
te programming" . 
This is not the case with Lords of Midnight 

| designer — Mike Singleton. "I enjoy playing games, 
"avourite, I think it's a real classic 

J Mike first became hooked on games as a board 
I gamer. He designed his own James Bond-style board 
| games when he was 13. 

"I graduated to play-by-mail games when I got 
hooked on an American game called Star Web in 
1977. It only had IS players and I eventually 
managed to win the game two years later. I now run 
my own play-by-mail game — Star ATef — which had 
over three thousand players at the last count." 
Favourite Food: Steak and chips. 
Favourite Drink: Lager. 
Mint Watched TV Programme: Dr Who, 

e Computer Program: Lords of Midnight, 



Defem 



Visited: France, 



witzerland. 



Ambitions: To write a real classic game — the 
amputer equivalent of chess — a game that people 
I will still be playing long after I am dead and gone. 
| Pets: Two cats — Kim and Kerry, 

"avourile Pop Groups: Pink Floyd, Deep Purple, 
I Led Zeppelin. 
I Worst game I've ever played: Invasion by ASP 



NAME: Matthew Smith 

GAMES: Manic Miner, Jet Set Willy. 

BORN: Liverpool, 1965. 

Matthew Smith is the most successful programmer in 

our top ten line up. His Jet Set Willy topped the 

C&VC / Daily Mirror Top Thirty for no less than four 

months earlier this year. 

With Manic Miner also selling well, and both 
games now on the Commodore 64 as well as the 
Spectrum, this 19-year-old Liverpudlian could well 
turn out to be the richest teenager to come out -' 
Merseyside since Paul McCartney. 

Matthew is not just one of Software Projects' t , 
programmers. He is also on the board of directors of 
the company. 

Despite his executive status, Matthew t 
across more as a refugee from an illegal pop festival 
than a director of a software company. 

His soft spoken accent, completely devoid of any 
trace of Scouse, puts you at your ease as he tells you 
that he doesn't like television and enjoys listening to 
Pink Floyd. 

Like many games writers, Matthew had the 
nocturnal approach to programming — sleeps all day 
and works all night. 

Favourite Food: I'm a gourmet, I like al 
Favourite Drink: Southern Comfort in large 
quantities. 
Most Watched TV Programme: 1 don 

Favourite Computer Program: Ultima If by Sierra 

On Line, Atic Atac, and Escape From Fractulus 

Countries Visited: Most of Europe and America. 

Ambitions: I don't have many left though I'd like tc 

get into space 

Favourite pop groups: "How many pages have you 

got?" 

Wont game I've ever played: Ah Diddums! 



The one thing abot 



Cat and a dog called Zoey. 
.puting that makes me v 

; that rip-off my progran 





NAME: Jeff Minter. 
GAMES: Gridmnner, Attack and 
Revenge of the Mutant Camels, 
Hovver Bover, Sheep in Space. 
BORN: Reading, Berkshire in 1961. 



a place on the computing com ..... 
school dunce either, learning A levels in Physics, 
English, Maths and a university place. The academic 
life did not suit Jeff and he found himself carpeted by 
'""■ A change of college and of courses 



■ wed ;■ 






It was during his time at college number two — Ox- 
ford Polytechnic - that Jeff bought a Vic-30 and 
learned machine code. Looking at the software avail- 
able, Jeff was convinced he could do better and set 
out to write a copy of the arcade game Defender on 
his Vic, Encouraged by demand for his game Jeff 
wrote another one — Traxx — and took them both to 
the Barbican show where they sold well. 

Now there was no looking back — and Llamasoft 
was bom — named after his favourite animals. 

The game that really made Minter' s name is 
Gridruimar — a super fast shoot 'em up — which is 
selling well in the US as well as in Britain, having 
knocked ChopliRei off the number one slot in the 
American charts earlier in the year. 

■ourite Food: Liver sausage sandwiches, burgers. 



n:i n 






Favourite Drink: Coke, Guinness, and wine. 

Most Watched TV Programme: Not the Nine 

O'clock News. 

Favourite Computer Progran 

Repton. Stix. 

Countries Visited: America, France, Spain. 

Pets: Two Siamese cats and an Afghan hound 

Woody. 

Ambitions: To writer b 

Favourite Pop Groups: Pink Floyd, Geni 



Hower Bowei, 






NAME: Dave Marshall. 
GAMES: Fighter Pilot. 
BORN: Longeaton, 1954. 



;s playei 



is coming 01 



computer fairs, 

next simulation 

are going to do any- 



whether 

Dave and his partner. Rod Swift 

committed to computerised flight that their next twi 
products will also be flight simulations — to add £ 
Night Gunner and Fighter Pilot. 

With no less than nine flight simulations in the cui 
rent NOP Top Thirty, it is difficult to fault Digital' 
commitment to this type of game. 

Dave gave up a high-powered job with the 
Ministry of Defence, where he worked on computer 
flight control systems and travelled extensively, So 
~2t up Digital Integration. 
"I have no regrets ... I always wanted to have my 
wn company. I am still friendly with the people I us- 
d to work with and I think they slightly envy me. 
Dave's first contact with computers came at Bath 
University where he studied systems engineering on 
a special MOD sponsored course. "It was just a ter- 
minal of a mainframe. My first real experience of 
""-"is was when I bought a kit computer in 1976. It 

very simple machine — made by National Semi 

Conductor — you couldn't do much with it. 
Favourite Food: Pork in white wine sauce. 
Favourite Drink: Southern Comfort. 
Most Watched TV Program: MASH. 
Favourite Computer Program: Fighter Pilot, Death 



Yugoslavia. 

Ambitions: To run a very successful company. 
Pets: Only my eighteen month old son — Stephen. 
Favourite Pop Groups: Jethro Tull. James Taylor 
Halph McTell. 
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ASTRO SPY 

m m AN ADVENTURE TOR BEGINNERS 



Newer played an Aduendure before? Then you don't know what you're missing! 
Admittedly, they can be a bit daunting if you've never dealt with one - finding 

the correct way to address your micro can cause a few problems. But once 

you've been bitten by the bug. there will be nothing that will stop you plugging 

into the darkest dungeon in search of fame, fortune and excitement. But just 

how do you get started? Byplaying this mini-adventure written by MIK£ 

TURNER, that's how! Read on and discover the world of the Astrospy . . . 



e Astrospy . 

COMMUNICATION FOR ASTROSPY 0077 / CLASSIFIED TOP 
SECRET 

The Federation needs your help. A race of hostile aliens from a planet system far 
beyond our galaxy has declared war. They have developed new secret weapons, code 

named Astrogun Federation scientists are anxious to obtain one of these super- 
neapons to copy it. Fortunately, following a fierce space battle, the enemy were forcei 
o abandon a ship with an Astrogun on board, four task is to get on board that ship an 
lake the Astrogun. Security systems are still operative on th,, 

I ship awaits you in Boarding Bay 23. It will 
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AT LAST.. 
A MAGAZINE 

GEARED 
ESPECIALLY 

FOR THE 

QL USER. 
SUPRISINGLY 
ITS 



QL USER . 

For the latest information on every QL hardware and 
software release, turn to QL USER. Every month we 
review the latest games, educational and business 

packages, together with program listings, book 
reviews and your readers' letters. Plus, of course, hints and 
tips on how to get the most from your QL. If you're a QL user, 
choose the magazine written exclusively for your machine— QL USER. 
Available on a monthly basis from all good newsagents. 
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When you ore diked to key in your 
password, please ensure all the red 
lights are out on your BBC keyboard 
— and ensure they remain out while 
you play the game. 

Don't try to program the red 
function keys — otherwise you'll 
wipe out some of the machine code! 
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■ tricky fa 
and yaw tan be sure thai the 
playing will be doing his went to doublc.ro.* yew. 
Bluff and bambeexlement are the weapons te use, 
A knowing smile or a subtle twitch of an eyebrow 
as you read through your agents' reports can be 
enough te send your opponent into a frenzied 
panic. Bet beware! He won't start tearing his hair 
out. He'll fust nod calmly at you as if te sayt "Yes, 
you've fallen for my trap." So how do you go about 
actually winning? We asked MIKE SINGLETON, the 
man behind the game, to give yeu a few hints and 
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LESSON THREE: A SNEAK IN TIME SAVES NINE 
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either capture Professor 


If Sehweinstein is actual- 








Sehweinstein and take him 


ly in the city at the time the 








back to HQ or ieod the 


search is ordered, then the 








Mandroid to enemy HQ 


Professor will be captured 








and detonate the Mind- 


by the agent who initiates 








bomb. The HQs ore either 


the search. 








in London or Moscow. 


The computer moves 








Neither player knows 


Sehweinstein randomly 










about the board with the 








Professor Sehweinstein. 


following restrictions: 








However, they both get 


1 ) He will never stay in a 




























computer will inform eoch 










player where Sehweinstein 


city he hos visited on the 








was three "days" ago. The 




















then moved to that city on 


don or Moscow of his own 










accord. 


k 






If either player orders a 


At the start of the game. 


k 






search of a city and 


both the Mindbomb's firing 


m 






Sehweinstein has been 


button and the Mandroid 


¥ 






there within the. last two 


homing beacon are buried 


f 



1 lie 


DIMP*(2 










1 119 


M*=STRI 


,10 t ' i 








1 I23 


CX=..;ND > 












NI <C>,.= 


_HR1 








ft < ftX= 




' k » ■. . 




lhfjt.. 


i* : rir ■ 


| 125 




)=F*( 






26ANDC 


I 1 W 


■■..' -=lhk* 


!S+«3 




NJ iCXl 






NEXTlDl 


1-ii i . 


• . ox 


6.5) ,S 




■. 1 " 7 


X-0FEN1 


-TTFF 


Dfl i A 


: INPIJI 


lX.F*( 




FOR- •;=! 




i NI U 


£ , . m > 


:/.).¥* 



":NEXT:F0RI,X=1T036:READAX,B' 
3T0123 
!F*ll,CX)=CHR*l+M*£lF(AX=lANDB 

«'CX> , 3)+CHR*3+CHft*0 
=CHR*18+RIGHT*(N4 (CX> ,4>tLSEIFC:',X 



■iFUlLX 



>tlDcXG0TD153 EL5EbcagX=0:bclDcX=RX:bconX=2:maniocX=RND(2e) 



GOSUE 154: btaci >.=':■'! bl 

153 GQ3UB154: IFr: 
e;:piodX=G: GOTO 163 

154 RX=RND(26) : 1FRX=180RRX=25G0T015. 

155 RETURN 

156 G0SUB5:PRINTTAB(5,5)CHR*140LEFT*(P*(PX,l),4>i "AGENT & RANK DAY "jdayX.VjM 
: >■:'.=.-■: FORI -,-, ,,"!>;,: I FAS' , ( M 1 D t ( N4 . k X > .4.1. • => jL.Rf.5C >. M I M ( N* (kX.. .PX-M . 1) >=<>60T015B I 

15' AX=A5C(MID*(N*(KX, .P'/.+ l , 1 ) ) ; PRINTTAB (XV. . Y V.) X t (KX) l TAB (B + X7. , ¥7.) AX: YV.= YX- + 1:1 



L5S NEX 



RINTTAB\5.5)CHR*t40LEFT*tP*(FX.l> ,4) ; "AGENT REPORTS DAY "stJayXiYX* 

1 U J.a : 1 FA5C ■ 1-1 t D* i !« i k.X.' .4,1)) =OGOT0162 

(KX) : IForankX<erankXORcirar.!-X=erankXORASCU-nDi !F* I 1 ,K%) ,5. 1 > > =OGD J 

iXX.YX)X*(KX) TAB->'X+s> iASC CMID#<F*U ,KXi ,5,1)) :YX-YX+i: IFYX= 



35 FROCHEAD: 

tents"TAB(13, 



) : GOSUBS 
L""5DRtiayX=3eOTQl70 

'RINTTAB(o.S) "YESTERDAY S FIELi) REPORTS" TAB <i 
,l)"and their rank "TAB (6. 13 > -'KEY 2 List all 



14.7 G0SUB270iONVAL< 



;> 3 Call in a 
.)G0SUB156, 159.: 



" TODAY'S ORDERS I: TAB (i 

"l"0RK*>"3"GOTO173 
56:Q0T0171 



'X-d«yX-t-liF0RKX=lTO16sS#<i,KX)«S*<2,K* 

i* ( 13 , CHRSO) : F URKX= 1T036: F* ( 1 , KX ) -F* C 



17B CLSs 
T06:FORJX=l TD5; DX i 
: IF01X=OGOTG1BO 



[HI YX-7l F0ROX=l TOnoX;ONOX it 

.82 NEXT ;FURf..X-n 036: IFASCtC 

= ■. h5i ■ It LPf ! Fi . 2. KX) . 5 , I > > + 1 j +RIGHT* (F* (2 '.KV. ' , 9. 

IBS NEX I: PRINTTAB (6, Y7.) "3 davs sg._ SCHW1 

k> i : YX-YX+21 [FbconX»280TD185 

UNTTAB(6.YXi "BEACON ON in " ; W* (bclocX) : Y' 



'GQBL'f.. 1 



1B5 IFbtaqX=CGDT0ig6 ELSEFft 



ifi ' 6 



FIRING BUTTON cteterted"TAB(6,Y- 



ktit 



:>rFOKh.-.. 



ITOSs IFI 



- «SL . MI D* < V * ( man 1 oc X J , RX 
■ I ' >=DXBOTO190 

i I NTTrtB \ t> , > X+ 1 ) " M ANDRO I D 



in secret locations and 
neither are active. During 
this stage of the game, the 
Man d raid is moved about 
the board by the computer 
completely at random. 
When the beacon is found 
and switched on two things 
will happen: 

1) The beacon counter is 
placed on the board in the 
correct location. 

2) The Ma ndro id is moved 
randomly towards it — ie 
to any city which takes it 
neorerthe homing beacon. 

If the beacon is switched 

off again, the Mandroid 

;es entirely at random 



pick it up ond move it ond 
when something happens 
to a piece, you get to know 
about it immediately. 



different. 

Scattered across Europe 
are 36 secret agents, some 
of which you control, some 
of which you think you con- 
trol and some of which you 
definitely don't control ! 

To get on agent to do 
something, first you have 
to send him a message 
from HQ containing your 
orders. And, if you want 
any information from him, 
he first has to send a 
message to HQ containing 
his report. 

Any messages going be- 
tween on agent and HQ 
must be routed through a 
continuous chain of agents 
in adjoining cities. For in- 
stance, to get a message 
from Moscow to Tangier, 
the shortest route would 
be Istanbul-Athens- 
Tangier and you could use 
your agents in those cities 
on the message. Of 



. ther 






) -(.A : IF v«_ (MID* CZ*(CX) ,'bcl a, 



-64:G0T0193 

■■'■. 1 I > -DXORVAL (MID 



•lRETURNELSEat 



«-0X(0X,2)iIFbtagX<> a 
J eKciacie^ in"TAB<6.V 
'IV12;PRINTTAB<o,v;;) . 



ifcx=sx(3)orcx=ii 

agX °b/,=2:G0TD22B 



3£Jr\CV.=;aQ0TD2(.>2 



nRt'. +RlSHT*iN*t<- 



■ 



! IFASCiMID-r-f! 



trll "'"'■ ' s, 5'' L; OrCii2P tTLdEsrhwao -/-,-,. err, 

-?21 IFASC-I1II I i.,i '.'- '■"'"' " ','-' ■" -' ' yu; '-=0X<0/..4) : ] 
222 f c x=ASC ■<": f ; , ■ N4 " ' ' " -~ 0aRfl3c <«ID* IN* I 

1 "RETURN 9 • 1 »'»tcX=ftSCtLEFT*( 



=ORETURN EI_SEQNobXGOTQ2 



■aa'i^toJ.RETURN 
:dX) ,4,l))=OREfURN 
l*(tttX) ,1) j IIFMID*<2* 



I 



223 GNnbXGO 10224, 225. 226 ELSE STOP 

ffr ^ t5tJ - : ELSEbtagX=t 

"t c^- 39 '' '^'.'SOiD^S ELSEbcaq'/.=1 



2,agX)=LEFT* 
1 ELSEIFscI 



«*obX+CHR*«qX+RiBHT*<F»(2.1 



l"H2S 
I SHI 


HI... r: 


IF 37, (KXl=CV 
IFxlXOo F* 


i~-.i 


ikb:-. 


1 J ■■■: : C/.G0T02 

agX»=LEFT*< 



(agX) ,4,1 
> , 1 ) +CHR* 



<T*<F*<2,XXX) , 11 i 



I RE TURN 

■>>">: FORI :: 

'-> *CHRKV 



,agX>, 



>*chr*: 



schwagX=agX: XX X-10 ELSEXXX-11 
v -'.+CHR*l+CHR*CZ + FlIQHT* tF#(2, agX) 



. 1 } +CHft*XX/.+CHR*3+CHR*CX+R. IGH f t • ■ F* t 2 , agXi . lo; 



237 toZ=0X<0X,2J :obX=QX(0X 

238 IFA3C(MID»fF*(2. tD X).2 
^^H^_ l F,_<2.ag-,,,i2):RETURN 



:agX=0X(0X,4>!lFai 
13RETURN ELSEF; 



r--t 



"XRETURN ELSEG0SUB221 
"" ^EFT*<F*<2,«aX f l) 



_.- ... , w ,ag/.i , i/i j RETURN -.-=-■ —-. i - ir*i^,ag/. . l i+CHR*l| 

iS ^°*3S F ^°^ 



243 PRJWrTrtEn6,VX) 








Lm 


IRN ELSE RETURN ' eliminated I YX=VX*i : IFschwagX^toX schwaq ;•.=.;,.- <=E 

iEPftoro^uoX)fpy^f^F^^ X,5>,1FAKCmB * <,,, * t «8X>,4,i»)-o px-pix- return! 


Mind 


the a 
bee 

On 

play. 

Choi, 
top 5 


number of oHfnotlva 


you may not get to know 


are only embedded to a 


pears on the screed! 




about it until it's too late. 


depth of three. 


the same sequence a 
the MI6 player's ill 


Af 


The only restriction on 










only know that they hove 


^BjlJifJftrtT^i^- 


followed by the KGB 




only eight agents can be 


been sent out and. unless 




player. 










5) The end of the day. ThJ 


the 


So far, it seems simple 


and visible result such as 


1) The British flag appears 


computer memorizes 1 


chec 




your agent moving to 


on the screen and a Brit- 






however, a catch. Some of 






executes all of today'! 


Be 




know for sure that it has 


The MI6 player is asked 








been carried out. 




ones that reached the 




traitors, apparently your 


In (he case of reports to 


code before he can ac- 


agents concerned). Then! 


each 


agents but really under the 


HQ, you are told that the 


cess the Top Secret 




ed 








events thot are public: 




nasty things can happen to 


rived but you still don't 


2) MI6 reports: The MI6 


knowledge. 1 


pog 


your message. 


know which agent in the 


player calls in yester- 


6) The game moves on 1 
the next day. 


o 




chain is the traitor. 


day's reports from his 






Things can get more 


agents in the field. He 


When one player is us- 


COP 


ond try to report its con- 


complicated still when the 


can call in to HQ a maxi- 


ing the computer to call inl 






traitor tries to report your 


mum of five reports. If a 






following clay. Secondly, 


message bock to his own 








your message might be 


HQ. One of your agents 




olTeTc^rn'.nid 




stopped altogether and 


might intercept the 


total. The player doesn't 


pap 








he would see informal™ 






rize it to send back to your 




he's not entitled to. 




If the traitor intercepting 


HQ, When your ogent tries 


3)MI6 Orders: The Mlo 


None of the pieces on 




the message is ASLEEP, he 




player sends orders for 


the board should be moved 


fr? 


will pass your message on 


well, it could go on 


today to his agents in 




*c 




forever. 


the field. He con send o 


five, the end of the day. At 


The 


IB is AWAKE or ACTIVE, 


Fortunotely, the agents 


maximum of three 


this stage, both players 


gar 


he will stop its progress 




orders but he con send 


can look at the screen. All 








as few as he chooses. 


they need do is follow the 




If a message is stopped. 


messages about messages 


4) The Russian flag op- 




the 



46 DEFPROCfiAr-Jl" v=.-.i : or^n t.v = A3.: HI ID* ifjl ■ -?.) .PV.+ l . 1) ) j 

i > : ENDPRDC 

4B GG5LS6270: IfK*=- "RETURN 

49 IFkt. " "ANBI-. *■.'■-;■' L-/.=ASC(K*)-96:GPT0250ELBE IFK* 
ITO2SOELSE GOT0248 

50 [FASC(M»(N*{KXI . 4. 1 > > =OGQTQ248 ELSERETURN 

51 DEFFROCHEAD: GOSU65: F0RKX=5T06: PRINTTAB (O.KV.) CHR* 
F'X.P-:, 1 ■ " D AY -snavj; : NEXT; ENDPROC 

-- Hl:'IF.^ = 5,5?> ...:HuPE- j! VDU5,19,0.7.<'i,0,0,<o i -> '"• "' •"• 
E260: FORI 7.=0TQ30 : P.EAUZ/. , x>. , YX: PL0TZ7. , XX 
:FL01 Z/., X ■/.,('/.: NEXT :VDU19, 0,4,0,0,0, 19,1 



Hn-it-j-i- 



' : r-H ILH.I. : ViiLtS ; iSEOI M . 1 : MOVE 320 , 690 : PL I 4 , 9b0 ,6901 PLO TB5 , 



'.«u:G, 



,324 



i3CHR#135SPC 



O . ■> : GCOLO ,131: CLS : GCOLO , 1 s F 
GCOLO , O: FOR I :■.=■.> 1 023 : READ* V. . 
B=GET:M0DE7: RETURN 



PRINTCHR*224CHR$225: M0VE3: 
,85,324,554.4,602,714,4 



^,570.05,: 




,83,602,714,4,962,714 

69.J.B5. 518. 578,85, 552, 
9 = 4, 106.4,964 . 330 , B5 , 7 7 4 . 444 , 4 , 334 , SOB , 4 , 3o4 , Z 
■ ,0Si 364 , 30S ,4,S 64 . 346 . 4 , 964 . 444 , B5 , 794 , 444 ,4,5 
-14.4. 904 , 7 14 . 85 , 7 12 , 602 , 4 , 964 , 676 , 4 . 964 , 578 

' .'■ ■•=. 4. 324, 676,65,490, 576, 4,324.444,4, 324,.? 
1,712, 308, B5, 904, 30fl 



■,5-f.,422,4,/12,^ 



md which 

s removed 

from the board. (NB If the 

Mindbomb explodes, all 

Ihe agents in (hot city must 

-----ited.) 

first turn, 
player enters o six-letter 
clearance code of his 
choice before access! n 



correct code. This is t< 
the other ployer try. 
cwat by accessing hi 



Xe% P u r Q pa r geT n 
Ine screen, by pressing 
COPY (key Z) the player 
cor, get D copy of (hot page 
«i trie ZX printer, if you 

suggest you keep pen and 
paper handy to moke a 



always loyal to the player 
he ranks highest with; this 
player is his controller. The 
agent is a traitor to the 
player he ranks lowest 
with; this ployer is known 
os the dummy! 

However, players orf 
only told by the computer 
the rank each agent holds 



t of th< 



i their 



t f he- 






agents are comprised Q! 
follows: 

1 4-3 MI6 Master Spy 

2 3-2 MI6 Triple Agents 
4 2-1 MI6 Double Agents 
B 1 -0 MI6 Single Agents 

6 0-0 Couriers under nc 
player's control 

1 3-4 KGB Master Spy 

2 2-3 KGB Triple Agents 
4 1 -2 KGB Double Agents 
8 0-1 KGB Single Agents 



However, at the beginning 
of the game, it will appear 
to each player that he con- 
trols one Master Spy, three 
Triple Agents, six Double 
Agents and 12 Sinale 
Agents 



r. 



:.;■•■.: 



Of 1 




240 
250 
260 







V ..•; 



r-*v 



300 

3 1 
320 



)nly A&F's brand ne 
games will have you 
sweating,tearing yoi 
hair out and biting 
your nails! 

A&F renowned for quality games like the 
fabulous Chuckle Egg now have 4 new games 
Spectrum, Beeb and Commodore user. 



;ylon attack— 

Better than ever isometric perspective graphic 
SNARL-UP— Bu m per to bu m per f rustration, 

GUMSHOE- 
N Threatened girl needs you desperately 
' ' ALPHA-BETH— Thebrain leaser with ha 





54 ,., 
5501 

SBDN.I 



», Unit 8, Canal 

raet East, Rochdale, Lane 

Telephone: 0706 341111 



DATA SAVING PROGRAM 



REM DATAFILE_ C REATION PROGRAM 

MQDE7tPRIM TTAe , 4 .^CHMP^p, „. 

1TE RECORDER. K«F:K IT ,« B , ^Lt RBmWD BLftNK ■ 

'-' PftlNTTAE (11. 20.CHR*l^ru^ -- '' LHh * 1 '-' 1 " DATAFILE ' ■■ 

a REM ♦f^CHR*136CHR«129»PL£ fi SE WAIT" 

? * E " READ VARIOUS STRINGS 



S REM ^_™_if;« e ^^(K K ):NEXT 
REM --- ""^^'agENTS 

"*' '-' T02fc:READW*U,7,>,>, kv»-k 



FOR JV.= ITQB: I F j \* 



" U «NX-0,F0RKX-1T026. r*<KX)-STRINe, ( KX-J . 



nev 

ou 

tou\ 



NN*-. H^ N y.:IF Wtt-476 G0TO350 

FDRM-r!™ SX:k%=ABC(MI "<AS,l 
J F pRM/-=lT0O;M*=MID*(V*(jy.) MX 

E**UGHT*<Z* CKX) .26 -LX) 

■^.-N:. ^ 1 : f.*-rj ,-CHF,'J:l >, : D*=D*+CHft*l ■/ 
:' ^ T ; N f^: **=". B*=D* : G0TQ250 
i rfm BAVE 0ATAF I t -E ON TAPE 



'E ; ' >C TABjf»rHpff?- RECORD * "S5ETTE" 
■>32 G0T0370 DNT ° T0UR BLANK ™ 



!E*=STR*(E7.) 

D J: JX=AEC(MID*(B* 17 i), 
IFM*=" " M7.=8:GOTO-l.' 1 

" " BOTOS10 ELSE 2*<KX) 5 ^ E K T *<Z*„ 



:>"THEN PRESS SPACE I 



c S(3 q 



3P RECORDER AND REMOVE TAPE" 
:>>CHR*13 t CHR*129"ERROR, P LEASE CHECR 




»V« , UU j : , UONDOI 1,1 | : ' • NOBLE , PRAGUE , OSCAR , COP J 

I ^NCLE, B UDAPE S r.VICT L)R ,DUB L m U ^; UNJ * GD F 

. ' ,tn < z,Jf -'-CH,X-RA^, MOSCOW, rWJKl 

ll'jC OvBJKT*^?^l-- IVE " SIX - SEVEH ' EI6HT .NINE 



COMMODORE 64 NOTES- 
CONVERSION BY DAVID ESTELL 

^« ^reduction befor. you £!?%£ ^5 •"■•* V°" "-ch for I| 



10 REM — CHERV 64- 

15 REM 

28 QOTO2000 

^« R Sr^S5£!!L' 1ES8flaE SHEET«« 
I 100 PRINT "J^nmiti 

105 PRINT"!. 

110 PRINT"!! 



":FGRK=1T017 



";PtCP,2) 



H";P*<P,1 



145 REfl —START OF TURN PAGE— 
, 150 POKE5324B/8:X"16:V"0'PRINT".l", : IFIiM=3';fiTHFMPnk'cs-3'>ci q 

153 QOSlJB980 : oOSUB950:QOSUB100:PRJNT"mS" 64 ' 

I 155 F0RK«lT03PRIr.T ISMMMST ; T*<K) : NEXT : PRINT"* 

60 P8INT"»MMC!PERRTI0NRL FILE" : PR INT "M 
J JS P R P«J»MiHEIDELBERG SCHHEINSTEIN" 

ItI P^TLE^?^^ 
| iaBGETK« ; iFK«<"fl"0RK«>"2"™S^ C * ■ F0R K-"06 

I lIS ^*OM<P>THENPRINTLEFT*<YVt,20) ; "IMMWIMI.iInCORrIc <££•» 1 

I 195 REM -« iENB OF PRGE--= 

I 200 PRINTLEFT*(Vy*,20>,"J»ililKEV Z fCnPVi riR bcthbu" 

I 210 IFK*- ,,;„,. 

I 215 PRINT, , MI 

1 XI e™:^^^''^ 1 "™""** 88 ™ ™« AGENT" 

I «B fe!5!v""2"^^* < -" 2 ' ,THEN «O-nSCCKt)-64 : GOTO430 

[ 425 0OTO418 RNDK * C " ' 9,, ™ENAa=fiSC<K*>-21 :GQTO430 

| 430 IFflSC<N*<H0,4))-BTHEN4ia 

I £2 fl W"fiSC<N*<flG,P+l)) ER"RSCCN$<flG,4-P>> 

1 4« rc?^ E 5£^.!5.^11* <F * ( ' * HO) , 8. 1 ) »0THEN45B 

I «0 IFRsJ<&FtT?GT 2 , n J -|THEN47i RVflIL * BLE '' : ™^™^ : NEXT :G QTQ40 • 

■ 475 M5-flSC(MID»(F*C I , RQ) , 6, 1 > > :M6=0 
|^ B ^*<^»0>^FT<<F»(l J HG>,5>>HI»(F»Cl < flG) < 7-,8)>«IGHT«Fi<l,HG>,l) 



[NCORRECT" : GOSUB950 : GOTQITSi 



": RETURN 



I 22 ^J NT "»W"REPORT HRS BEEN SENT BUT" 
I g 7 , REM ""^CODE «ES8flOE— 

Is HIpl^ 

■«3PRINTLEFT*.v V J'.'. ' «I!£^1 - f '5> RETURN 



" ■ RETURN 



■ OS PRINTLEFT*<VV*,V+i 
|640PRINTLEFT$W$,V + 

■ 645 PRINTLEFT*<VV*,'r'-H 

■ 650 PRINTLEFT*(VV*,v+l 

■ 633 PRINTLEFT*<VV*,V+i 

■ 655 PRIHTLEFT*<VV# J V+1 

■ 658 PRINTLEFT*CVV*,V+1 

■ 660 PRINTLEFTtWt.V+l 

■ 663 PR1NTLEFT*CVV*,V+1 

■ 6S5 PRINTLEFTJCVVt.V+l 

■ 668 PRINTLEFT*<VV*,V+1 : 

■ 670 PRINTLEFTtCVV*, V+l 

■ 673 PRINTLEFT*<W*,V+1 : 
"'"5 PRINTLEFT*-"- " : - : 

B PRINTLEFT* 



, ■ « .T=££££ " '«•<»>' RETURN 
'< iiMWTRRNSFER "J RJCM5) : V=V+i 

';"tMmro return 

."IMMCHRNGE STRTUS TO "i Q*015;> RETURN 
J .SIX ^ R * ■ N5; ' ' " LOCATED" ^V-V+l 

■ »!SSSS H ; urn 

■ <»WII HAVE NOT G0T":V=V-M 
;"IM»K";R$CH5): RETURN. 
- 'IIMMBOOBS HRVE BEEN STOLEN" : return 

I !» ™:S;S V SiSs---"" ,r,ESS "° E ™ 8SED ° N mv-;M4:V. W ,: mT 6 83 

ffi as;«!^™^wssis saws-su. 
lS :: =< : - : =-Si;:!;:=i 

I 710 PftlNT-lMMKEV 3: HIDE OBJECT" : wf Iff. "S!HEI V 4I STEflL OBJECT" 

ItuK ' RK * ' T HEN? 13 

I 1( ^™™U:PRINTLEFTS<vy«, 9+f< ); 

I -16 ONVfiL<;K*)GOSUB730,73i 7w 7-5-5 7- JC ", NE *T : PRINT"a^»WtolI!KamMI% 

P R™ E=RSCCN * ' "*' ' > > : WSUB8M ; ^*="X"THEN706 
I -a 517, ;"= p RRflHETER SELECTIONS 
":GOTO750 



AN APPOINTMENT 

NOT TO BE MISSED 

EVET 



Mta the street on the 16th of \^K§ ,, 

same Mine naxtmonth. , .„ ntoeW to the Sinclair I 

ZX8 land Spectrum Everyth^ J-™ • „ el , ^ 

^laStp^pher^sandaoftw^erele^ oom , n$ 




Every monlh, SINCLAIR PROGRAMS features 

extensive listings for the Sinclair Spectrum and 

ZX81 , as well as graphics instructions, letters, 

game of the month' , and even a special 

for beginners. See you in a month' 

[fit's games you want, 
you J] And plenty i i 
Sinclair Progri 

Available from your ^ £1 
newsagents , only 95p 



' J X*(M6) i RETURN GOSUB760 • M6 =fiG 



;X*(H5>:RETURN 



1 1 iS*^ 

pi 00S T ^ 5 FK * < " 1 " ORK *^^HT* ( STR»( U , OTHERS 

I 3 5Mg <NIWCW *>'V fl L<«, ll)> ^ 4:pRIHT . J--lllllll ^ 



:R*(M5): RETURN 
""nM"; LEFT* (XX*, 22); 

awesrarar ; left* c xx*, 26) , 



ItS l IF ? SCCH * Cfl G' < »>>=0THEN?61 

|3£igpras$ffi8g> ■»■••* <o m 

mpS :eos ^ 95:,?E TURN 



";Q*CK):NEXT 



" : NEXT : RETURN I 



S ? i ^'*mm5?pS8ih^SS? 8 ^5 0ute F0R "ESSRGE" 

fa r*™- - 

«i IFK*>='e"fiNDk*c-" OOT0889 

, j B 'W £ THEW -h r, L ■. K $ , - 6 4 G0T08 1 4 

Iffiw(uJ!'* WNBU 

m^St^SSBmmm^ " ™ «—'««™-».«r.« 

1 ™?™SvS^ I 2lKf^rr fflEM """R« £ TO BE SE „T «, . c 

• - « .' & S T ™ 

B °~^ ««..«, M ,^. 
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agents are ASLEEP, except 
the Single Agents v' ■ ' 
are ACTIVE and do nol 
pond to the enemy a 
Only the ployer really in 
control of an agent 
change its status. 

An agent who is ASLEEP 
will obey orders from 
either player ond pass on 
messages from either 
player. If both pfayers try 
to give him orders, he will 
choose to obey his con- 
troller's orders only. An 
agent who is AWAKE will 
still obey orders from 



player but he will 
stop any messages from 
the dummy. An agent who 
is ACTIVE will only obey 
orders from his controller 

messages from the 
dummy. 

only report back to their 

report is in response to an 



player but will not obey 
orders from anyone nor 
make any reports. They re- 
main in the same city 
throughout the game. 



Pimm 

GO TO {CITY): Your agent 






nt city. 



KfLl (AGENT): Your agent 
kills another agent. Both 
agents must be in the 
same city. No agent will 
obey an order to kill 
himselfl 

SEARCH (CITY): Your agent 
searches the city he is in 
for Sehwe in stein, the Fir- 
ing Button or the Homing 
Beacon, If he finds one of 
these, he will report its 
sence and stop his 
rch. If the object does 
belong to anyone else, 
will capture it; if it 



STEAL (OBJECT) FRO 
(AGENT): Your c 
steals Schweinstein, 
Button or the Beacon fro 
another agent. The oth 
agent must be in the 
i adjacent city and 
possess the object. 
HIDE (OBJECT): Your og 
hides Schweinstein, 
Button or the Beacon in 
ity he is in. Your agi 
must possess the obji 
Once the object is hidds 
no one possesses 
TRANSFER (OBJECT) T 
(AGENT): 

the Button 01 
another agent. The 
agent must be in the 
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840 S*<3,SfO=M$ 

345 REM == = ; : pTION=== 

S5S3SSS&! =:ton o ro=rsc<mi B *cr*,k,i>>:tt = rscch^bg,i>: 

III KSSSS^C R '' 4 " P>> : IFW > =ERT HEH3S 

l 2r£"£?? i*5,l?^KTHEN360 - 

I 868 IFflU<ERRNTjRSC<N*<flG,5)K>0THEN870 

869 N»<M 

870 SK=SK+l: RETURN 

895 REM ==*PRINT FLRG=== 

III I FP= 1 THEHRETURN V+ Xr ' FQRK " lT014: PRI NTLEFT* < XX* , X > I U*<P , K ) = NEXT 

903 POKE: 287,7:P0KE53249,55+S*Y 

906 Df1=0 : I F 1 47+8*X>255THENP0KE53264 , 1 : DM=256 

907 P0KE53248, a47+S*X)-DM 
910 RETURN 

945 REM =»==PLRYER TUNE=== 

930 SN=54, .+5,9:P0KESN+6,9 

955 POKESH+24,13:FORK«1TOLEM(V*(P, 1)>:1)D=-'- 2>>K,1» 

960 FQ=N-.h- HIM KP.l -1 ^gg) 

Pi poS 2 ?^^ 

972 RETURN 

973 REM -"SPRITE DfiTR— 

980 DHTA0/ 16/6.0, 16> 0,0. 254 

981 DHTft0, 0,56,0, 0,68,0,0 

982 DRTR0, 0,0, 0,0,0, 63,0 

983 DRTR0, 7, 192,0,0/240/0,240 

984 DRTHSfi --40,12,1 

985 DRTR1S6, 14,0,6,14, 12,3, 140 
936 DRTR30, 0, 220/63, 0, 120/ 1 19, 192 
987 DRTR248, 97, 255,206,0, 127, 3 
995 REM ==='T0P SECRET' BRTR=== 

1000 DRTH"*r amam ifif3#aaif»." 

1005 DRTH"SiI liaiff- Mlil i«i)il!" 

1010 BATH"" SWT" 9^ sur aur * ' S^ '" 

1015 REM ===MUSIC ERTR=== 

1020 DRTR7217, 8101/ 4291, 4817, 5407, 5728, 6430, 14435, 16203, 8583 

1022 DRTR9634, 10814, 11457, 12860, 17167, 19269/0 

1025 REM ===TUNE STRIH63=== 



I 1131 

1 1 :-' 

114, 



1195 

1205 

12Uj 
121=. 
1220 

122 = 
12::,-. 

123 = 

1 245 
1250 
1255 
1266 
1265 
1279 
1275 
1280 
1995 
2000 
2005 



2025 
2030 
« 

2040 
2045 : 



iSS^lSW r 3M """"-"■ 

jj» DHTR4 S 3 H 3^ "11^,2 FIRING EU ™"' "HOMING BERCON" 

888 0^2,3,2,3,2,1,2,1 
1885 DRTR2, 1,2,1 f i , i 
KlHTRI 2 1 2 J' I'M 

li lr :: «-?f: 

IS DfiTfl'PRRIS", "DELTA" 
IJ " DRTR-rif.Ln-, "ECHO" 

EflTfrLISBON" , "FOXTCnT- 

JJ-JgTn-NftDPJl ,,LF 

■ MTfl "PRAGUE ","0SCRR" 

■ wm-Butw^.T :.'--r"p. 

;- 

IjmmJSCW- "VRNKEE" 
P MTfl»ST0CKH0LM" "z5lU" 

■ MTR"ZER0","0NE",»TWO", 
■8 MTfTPTSR » ' 
BWTfl-WRGH 

BEflTR-VVOTPZ " "CBKODX 
K8EHTH-NLKB ■■ " 

B. JflTfl''P I QCXDSfi ' '," VZEQ 
»WTR"TCJD ","LMVI2U 



'THREE "."FOUR", "FIVE" 
l'"WSJXT 'VSTXJGR 



, "NLHGJB 
-"EZITRR 
> "IYMBCO 
."WIPE 



"SIX", "SEVEN" 
'VU2PRUQ •■ 



> "uew 

. "GERF 



85 REM ==;GflME STRRT=== 

REM ===R E flD SPRITE DRTfi=== 

iff- ^W^W^- " 

IU»{L7>--a« fi _: : u*ci.9?=u* a ,6> 



R E R C H E R ", 



> 



ASLEEP, AWAKE or 
ACTIVE. This order will on- 
ty succeed if you are the 
controller. If you ore the 
dummy, his status will not 
change. 

SWITCH BEACON (ON, 
OFF): Your agent switches 
the Homing Beacon on or 
off. He must possess the 

EXPLODE MIND-BOMB: 
Your agent detonates the 
Mind- bomb in the city 
where the Mandroid is. 
Your agent must possess 
the Firing Button. 



An agent con only obey 
one order per turn. You 
con attempt to give an 
order to any agent you 
choose, yours or not. You 
can also attempt to give 
orders that can't be carried 
out. Such orders will be 
sent os messages in the 
normol way and moy 



can given an impossible 
route for o message if you 
choose (or are careless). 
The computer will not tell 
you that the route is im- 
possible. It will just move 
the message as far as it 
mg the route. 



xplain the rules 






concerned. 
I that v 



order that 






be 



obeyed is that thi 
puter will ignore it at the 
end of the turn. You will 
only get to know about it 
indirectly from the fact 
that the agent has not car- 

ne The s" ' 



j RUN the 

i, the British and Rus 

flags appear on thi 



5 play 



Ther 



delay while the computer 
works out the details of its 
"telephone network". We 
suggest you use this time 
to place the agents in their 
starting positions ond to 



opponent (or yoursi 

When the game is r«a(t 
to go, the British flag op* 
pears on the screen wi* 
the Top Secret documeif 
page. The MI6 plays' 

once code ond the gamf 
begins. Note that Ihl 
game actually starts » 
iree of the cr 



might s 
foct it's 



silly, but J 



Schweinsteins position 
to three days ago has to 
kept track of by the c( 




NEXT 



I 2685 US a , 1 1 ) = "SS _^Ji^_2S?^* 

I2090 u*<i-i2)="sa g^y sp y •" . 

2095 Ut(l-i3> = , T— - 
2190 Uf<1.14) = ".4Br rjr 
2105 FORK=1T014:U*C2,IO = ": 

212s w*-^i — " 

III 1 ^^^^JSS^7^.nmK K >^•ma^ r m^im^.fm>l■m 

2142 REflDV*<K,J):NEXTJ J K 

1! 5 I p^xT^ 3 ^ 

2 1 55 P=t X- 1 ? ' Y= 10 ■ GOSUB900 ; GOSUB950 : F0RK= 1 TO 1 000 ■ NEXT 
2160 RED «=REBD VARIOUS STRINGS=== 

2210 REM «=REfflQ CITIES & RQENTS=== 
llilK<ll>:^C36>:F0RK=lT026^E m WCK>,Xi(K>:NEXT:FORK=27T036:REflDX*<. 

55^ I -H--r ■":."" THEN2275 

2280 REM === GfiME STHRT-— 

Hie rSnT.'r.D 1-2 — 1 I F R =18 ° R R=25THEH2290 
2300 R«INTCRNDa)*26> + iaFR=18ORR=25THEH230 
I 2305 BT=0:BL=R 






3435 REM ===PRINT HGENT WwES^* 26 ** 1 ' EX=0 : WTO5000 

5005 IFRP=5THEN5100 
35 PR IMT-SSS 1 H0W MflNV REPORT^" '■""' "SPORTS TO SEND HMD" 

50S0 Fk* "f OOTO5005 

5105 IFflU*3THEN5150 

==ENB OF DHV=== 



NEXTK 



"■■-■.; ■■ 

-0 fSro= ™D ; ' =3THENGOSUB?500 

-VF0R0= T0H0 : TFn r , " 4 ™ E J ' ! UB769 ^ 

' TONn : rnJn' =2THENGO3UB7700 

6873 NEXTO^FORO- itSS^K °' n= STHENGOSUB?800 

SEEN IN ";W*(S(4>> -V=V+1 



'^TLEFT*CVV$ 

'HEN6115 
PRrHTLEFT*(W*,V+l 
■K IF BT=0THENS125 
'»PpTLEFT*CVY*,Y+i 
6123 PRIKTLEFTf (Wf 



;W*<B0):V=V+I 



'WMMBEflCON OH IH ' 

vSSEuVSJUF™ DETECTED" : 

iwiilN ;w$<:BL)-v=v+i 



Whafsinhfor 





Available from your newsagent, or by completing and returning the coupon, 
T " ' >M 1 1. H M I. HU? A SOFTWAlUi KKVIE+ each raondl lorl 




Ill SilS-sr- "• '— ■ 

-<'JB9S0:GOTof33e '" MrrHE «» HRVE WON THE 0fiME-Tf4 

I 7163 IFSG=KTHENSG=0 



" CO TO ";Ht<c>, 

>=0THENRETURN 



!■ RETURN 



£F9Chfl8THENS<j 

"*" PRINTLEFT*<:VV$,V+1V"M 
g» RE* ===HIDE OBJECT™. 

■i « IF.:;:x>fiGTHE.N748Q 

=ETURN 
SP IF*JOflGTHEN7488 
JK! BT=8: RETURN 
7»e IFBCOflGTHEN7488 
,^5BC=0: RETURN 
MM ^ M r^ =TRfiNSFER 0BJECT=== 
»W IFflSC(N* BG f 4 >>£ THENRETURN 

,*M 0HO B GOTO?4Ve;74^j743f CN * (TT ' !>> ! IFZ * CFC ' TC »" ] 
■?i!S IFS( 5OflGTHEH7480 

|^™ TT)=LEFT,CF * <2 ' TT ^ I > + ^*a3) + CHR, ( B HCHR,<flG> +MIW CF*C 2 , TT >, 5 ) 
■ S ^?^'^=4THEN7490 



fTHENRETURN 



t?521 
l 7522 

I 7525 

1 : 

17535 
I ? S4f 
I 7541 
I 7542 

I 7543 
I 7545 

7595 
7600 
7605 

l7610 
7695 

' 7700 
7705 
7716 
7715 

■ 7720 
7725 
7730 
7735 
?7?5 

I 7^K 

I 7S05 

I 7835 
| 7990 
I 7905 
[ 7910 

[ ' '-' '-' 



[ 8055 
I 3060 
Y 



IFSCO0THEN7523 R „, . >+ch r*<10) + MID*(F*C2,HG)-3) GOT07525 

P F *f 2 ^>-UFWFic2 5 B e G), 1 >*<*»< i B > + CHR.<2>*a*«C>*mWt»«''»>' a > :1 
IFB0OC0RBN-1THENRETURN 

m is™ 

=CH R ic0>:IFBT=TTTHENBT=0 
IFBC=TTTHENBC=8 

SSSSBHBw) , «»« X X*tTT> ,. IS ELIH!NRTED" : Y-Y+l : RETURN 
S <H«*,4»^MB«n« 

IFBCOfiGTHEN0B=3 : G0TO7480 
RETURN 

■ 0, 3) > -RETURN 

ESSSB F 

IFSC>63RNDSIX96THENRS=SC+3^ 

HS*=RSt*CHR*'.:BS,-' 

IFRF-1THENI S..«e* 

HEXTR0'PRINT#4 .Slf-Pul . "^3",RS* 
NEXTCL : CL0SE4 : RETURN 
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Computer and Video Games, Britain's most popular computer games 
monthly, bring you two exciting new books for the Spectrum and! 
Commodore 64. 

Each 100-page book contains up to 30 brand new games checked andl 
prepared by Computer and Video Game's regular contributors. 

At £4.99 - the best value on the market at all good bookshops from November 




cop^; r 



Please send me, post free copies of the 

Computer & Video Games Commodore Collectii 
Computer & Video Games Spectrum Collection 

I enclose remittance of £ at £4.99 per book, made payable to EMAP Books. 

Name , Address 

Send this coupon to EMAP Books, 

Bushfield House, Orton Centre, 

Peterborough, PE2 OUW. 



J 




-Terminal Software Games- 



are available from - 



International Retail 

Tial- Sweden JohnMenzies 

Ozisoft- Australia Dixons Software Expi 

Alpine- New Zealand Makro 
S.P.I.D.- France Selected lewis's & 

Co-op Stores 



Micro Dealer 
PCS 




Distributors crism 

Bulldog R&RCompu!wG| 

Centresoft S0 , L 

ESD Electronics Solomon 4 h» 

Gordon Howson Tiger Distribution 

Lightning Twan 9 

LVL 



Terminal Software, Derby House, Derby Street, Bury BL9 ONW, England. Tel. 061-71 



Cool, lurks one of *e mo=' « «f Faiilight 

■ average s P ecttu ™ rted churc h which houses his 
■Tut outside the converted oluic p 

L*h musical m***^ vu* ^ e ^ ^ 
|jn»de machines - and has °" e ° at heme. 

& Imellivisicn video games sy *£ „,, ^ 
I Vincs's favourite ■* *•*£££ games to hi. the 
J ^ o! the first lase ^° ^tMhe technology which 
I «mh Vtnce is "W^^^Wto it might be a step 

I ^trs^ 1 ^ imagery 

■ Scktofilm," he says b fit fco m the 

Iss ss --B m fe— ° 

I X Faiilight us *% /^ t lem electronically. 
I £ s r d d the a n foUTback Wo *. — — 






hS ^^fhat^verTfhd'abs'iiut; 

ecause he M » y dori 't have 

W l over the fiiushed result. ^ The FailUght 



thought the electric guic 
ilised the potential of th 



■ _;„„,* mil «c bv saying 
,f computerised music uy , _ 

i He answoi=. ■ — _ like ev eryone else 

I that composers ana m dQes agiee that it 

o W ith the times, dui ^^q has spent 

t upsetting for s °| n ^ ) have a computer 
| years practising arwnstrum 

Puttie adds that every 
. was terrible until they 

I instrument. ,„,„„« have what's called a MIDI 

JSMSf rnThTcr^les computers to be 

u tu str^s-*as-s "« 

computer arid wjjfjj,,,, right software. But you 
1 simple as long «sy uu ' „ rpa tive spark! 

I 0( equipment, you don t needto a ^^ wth 

the folding green stult ro 
\ computer music. „„_„,„ hom e computers have 

MoSt ° f ?>lSer progTms written for *»■ «* 

^■^f. U K^a. a MIDI interface, 










a great 



Playing music °^J 0U ^ C ° m ^'goes «, ^ 



Earlier this *«. CWJ*^ WJg^ 
Gan.^ ran a ^ cr ?" m ^ C a u ^ 
musical efforts was ^ v » 

part of &*»?* JS&^X ^ se mbly. 
and mastermind behind tn 
While talking to M^ a*0«e we F fou nd 
mu sic at his am "™ 9 *£S'_ playing 
that he had ^ ther r m ^ Dx /gon's 

SOUnd. scr atching the surface I 

Musician, like Vince^e.u S tsc_ ng ^^^ and 

of what =° uld be *™ But we reckon a com 
micro-chip technology B ^^ MQyet| Vl 

will never be able to » y 

one time partner in razoo- Qre music from the 1 

Meanwhile, watch _out or FairUgM at work . 
fl^semWy— arid ™=inr^ are working — . 

^ner Walt ^J?T^™ maybe they 
creating stunning |lw^ ^ wave composer? I 
I could add a soundtrack from a^ ^ ^ combme ^ 
Perhaps one day vine 
music with h 
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It was in the mid 1970s when 
Nolan Bushnell, the founder of 
the giant Atari company, first 
thought up the idea of playing 
games on a TV screen and 
invented the first ever video 
game, Pong. A few days after he 
had delivered his latest inven- 
tion to a customer, he had a 
telephone call complaining that the 
machine had broken down. It turned 
out that people had fed in so many 
coins that they jammed up the 
machine! 

His company. Atari, which means 
"a hit" in Japanese, became a huge 
success and Nolan Bushnell eventu- 
ally sold it to the telecommunications 
and film giant, Warner Brothers, in a 
multi-million dollar deal. 

Meanwhile, in Japan, Atari tried to 
sell the idea of video games to the 
Japanese but without much success 
because of lack of marketing 
expertise in Japan. So Pong and 
others went pretty well unnoticed in 
Japan. 

However, a number of existing 
arcade companies saw a future in this 
latest technological wizardry and 
decided to invest in it. One such 
company was Taito, the people who 
created the original Space Invaders 
game and launched the video game 



boom which followed it soon after. 

The story of Taito and Space 
Invaders is an unusual one. Taito is a 
Japanese company run by a Jewish 
businessman who was bom in 
Odessa and educated in Japan. His 
name is Mehile Cogan and he is now 
64 years old. 

He created the Taito trading 
company back in 1953 to import juke 
boxes and pinball machines from the 
United States. During the booming 
60s, his company grew. Within that 
decade, his company built three 
factories dotted around the country 
and became the leading arcade 
company in Japan. 

When Atari came up with Pong and 
other video games, Taito felt that the 
time was right to invest in this new 
technology. 



ladei I 



Taito will noi 
Space Invaders 
Space Invaders 



iy exactly who 
: developed by. 
never patented, 
protect its secrecy, and the origin 
of the game is still shrouded in 
mystery. 

However, from what C&VC can 
gather, the project was a joint 
venture between Taito and an 
American company which had the 
technical know how to. produce 
computer circuits. 
The project started in the summer 



THE STORY BEHIND 

SPACE 



The early history of the arcade 



| game bo 

shroude J *" 

Tom S 
corres 
really 
days. I 
Spac 
spaW 
games a.. 
— the cori 
Invaders an 



mystery. 

to, C&VG s Ja\ 

bndent, can reve 

happened in thos< 

ere he tells all ab< 

Invaders boom wj 

ed a million coi 

£l something a 

iany who 



_ ng been 
ut now, 
'*-nese 
I what 
i early 
ut the 
hich 
~uter 
jut Taito 
.. eated the 
d a thousand 



of 1976. According t 

'. of Taito's Internal! 
Affairs Division, the develop 
team had lengthy discussions, 
after day, as to what kind of a gaa 
create. They wanted to introdtK 
new concept into video games. 

At that time, science fiction mo 
were all the rage in Japan. 1 
wanted something to do with o 
space with high speed action 
good sound effects. 

Before Space Invaders ca 
there were a lot of two player an 
games, such as tennis and co 
shoot-outs. But the quality o 
game really depended upon tin 
of one's opponent. 

"Why not make the player 
against the machine," 
member of staff. "Let's u 
processor so we can program 
machine to fight against the pty 
said another. And from here 
went on to draw up the bluepri 
Space Invaders with concepts!! 
revolutionary for that time. 

You had the machine < 
opponent and the game ini 
shooting the enemy with a 
cannon in true science fiction 
The level of difficulty increas 
you played, thus making the g 
more challenging, and finally t 
terrific sound effects. 

The name Space Invader 
easily decided as the game m 
UFOs from outer space invadi 
planet Earth. 

Development took a ye 
complete. At that time, there 
few arcade games which conta 
microprocessor. The develq 
team had to design the hardwa 



f 1977 b 



s finished i> 



The progran 
summer of 191 

June 197S that Taito finally re 
its product. It came a year al 
release of the first Star Wars in 
and in the middle of the i 
fantasy boom. The timing i 

At the product launch 
showed two arcade games, 
Invaders and another game 
Blue Shark. Strangely the dealei 

about Space Invaders. The ca 
was so different from u 
previously seen and they cou 



3s were sold at the lai 
e public knew bettei. i 



At the Amusement Machine 
1978, Taito r 

irs than the? 



imitators onto the scene. 





One of the 

access was Taito's clevei 

tomake two versions of the Space 

toadeis machine — an upright 

Wre [he upright maci* i 
me Invaders tables could be 
{teed in ail sorts of places - such as 
«fe. restaurants and hotels — as 
stomaiy arcade halls 

Cale and restaurant owners 
rated that, instead of having 
"Unary tables, they could have 
Spare Invader tables which would 
Km money with hardly any cost. 

One of the newspaper cuttings 
"tell Madalena Velasquez sent us 






» Japan The headline rea 

WAN INVADED BY MONSTER 

Since Invader cafe packed with 
payers. People queued up for hours 
In play the Invaders while dealers 
■Wd up outside Taito's ol 

8y the spring of 1979, the boom 
l»«ted epidemic level. People 

Kffi hooked on the game and were 

priding vast amounts of money on 
{tin [an, Japan started to ran out of 
ID yen coins! The May 13th issue of 
■faun Economic News transl 

"WO YEN COINS DISAPPEAR: 



:t.c» 



widt:' 



M of Japan strikes back" 

Tne Bank of Japan was forced to 
5s as many (66,000,000) 
10 yen coins in the month of April 
toase of the increased demand 
*»ted by Space Invaders 

: " i: :he Bank of Japan did 

W know why the demand for 100 
W coins was so high. So they sent 




was going on. That was ironic since 
they only had to walk into a tea house 
to find out what was happening. 
Some tea houses stopped serving tea 
and instead provided spaces for 
those money eating Invaders! 

The fact that the Bank of Japan was 
minting more coins and that Taito 
was making a killing out of the game 
spread some really wild rumours. 
According to the Evening Fuji news- 
paper, one disgruntled ; 



supply c 



:ouldn't 



-uar. 



Invader machines 
newspaper reporter that, because 
Taito leased most of their machines, 
the company got about 60 to 70 
percent of the takings. 

Every day, he said, 30 eight-ton 
tracks delivered sacks and sacks of 
100 yen coins to Taito's headquarters 
from all over the country! Well, 
following this lead, the reporter from 
the Evening Fuji actually went to see 



find any trucks loaded with 100 yen 
coins, let alone a garage large 
enough to fit a single truck. 

reporter went to the local police 
station to check it out. "100 yen 
track? No, we haven't seen anything 
like that around here," was the 
answer he got. 

Still, Taito did double its profits that 
year and was said to have a turnover 
of Y 1 00, 000,000 a day so, although the 
rumour was unfounded, the amount 
was probably pretty close to the 

Space Invaders is the only game in 
the world which created so much 
social disorder. At the peak of the 
boom, people were skiving off work 
while teenagers stole money to play 
the game. With the added troubles at 
the Bank of Japan, the matter was 
even discussed at the Japanese 
Parliament. 

However, the boom ended as 
suddenly as it was started. By late 
1979. it was all over in Japan and, by 
19E0, hardly anyone was playing the 
game. Why? Well, people got too 
good at the game and then became 
bored with it. Besides, GaJaxians and 
Pac-Man came along and wiped out 
the now out-dated Space Invaders. 

Suddenly there was a glut of Space 
Invaders machines everywhere in 
Japan What happened to them? 

Well, You know what happened. 
Taito exported them here and that's 
when you started hearing those 
strange noises coming out of your 
local pub which heralded the 
dawning of the age of the video 
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/ In days of old when knights 
: | \!J were bold, 

1 And dragons were mean and 
^^W vicious, 

^ JI knight of steel with a heart 
of gold, 

Rode off to rescue a beautiful princess 
and found himself in all kinds of trouble. 
Well I never was much good at poetry 
anyway! Can you find a word that 
rhymes with vicious? As you may 
have guessed from all the talk about 
knights, dragons and princesses, 
we're talking about Dragon's Lair, 
one of the first laser-disc games to 
reach the UK. It will take you to a 
land where literally anything can 




happen! 

he hero of Dragon's Lair, Dirk 
the Daring dashes off to a 
haunted castle to rescue a beau- 
tiful princess who's being kept 
prisoner by a ferocious dragon in the 
murky depths of the castle. 

The graphics — if you can call them 
that — are beautifully drawn cartoon 
animations. It's just like controlling 

Dragon's Lair is a game where it's 
essential to know the right moves 
proceed through the game — it's i 
one of those games where you c 
merrily keep your finger on I 
firebutton and hope desperately fc 
really good hi-score! 

The player has to react to situatic 
" tated by the 



Dirk towards the flashes of light — 
these generally indicate the direction 
of his next move. However, occasion- 
ally they're red herrings which wiU 
certainly cause your demise should 
Dirk follow the light. 
Dirk often assumes a crouching 









p you: 



"ping" I 



mputer then plays 



t the rr 



You dictate the direction Dirk should 
take — the compu 
was the right one! 



Always liste 
will sound whenever you have 
pushed the joystick in the right 
direction — you then know that the 
move has been accepted. In certain 
scenes where timing is not too 
important, keep pushing the joystick 
continually in the direction you want 
Dirk to take. The "ping" is a great 
help here in letting you know when 



running down a corridor. He'll 
enter a room with a bottle lab 
"Drink Me" or at the end of the ca 
dor will be a hrick wall with a 
hole in the middle which is ra 
being bricked up. " 

If it's the room, don't drink frt 
poison bottle but push the jo 
right towards the door — Dii 
then escape. If Dirk's 
towards the hole in the wall . 
wards and Dirk should dive th 

ifore the bricks bit 



t up 



Dirk is 



teetering or 
edge of a Darning chasm. There m 
series of ropes hanging from 
ceiling which he'll 
cross the chasm, Tarzan-style. A 
rope swings towards Dirk, pus] 
joystick right towards the rope 



You will find when playing 
Dragon's Lair that you may have to 
play the same scene twice — but the 
second time and scene and therefore 



should j 1 
rope. 
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and m 



irks for 

of the first 



to complete Dragon's Lair. Ray gave 
us a demo of his prowess on this 
addictive game and also a few tips to 
help those who constantly get 
splattered over walls, sucked into 

thousands of volts. 

If you're a complete novice at the 
game, here are a few general points 
to note. Whenever possible, direct 

72 



It would be impossible, 
space we've got, to describe in detail 
every scene in Dragon's Lair together 
with the tips — there are so many 
different paths the computer might 
choose to get to the Dragon. How- 

approximately 30 different scenes to 
complete the game. Each game you 
piay will have a slightly different 



cross the chasm Yuj dm 

until the rope has reached tl 
extent of its swing and Dirk ei 
his arm before pushing the jc 
right again. On the final swing, 1 
to leap off the rope to the far 

al Book: Dirk 
onto a mechanical horse 
abruptly springs to life ant 
in a most unhorse-like n 

flame appears to one sit 
pillar. This happens several In 
push tl i 






i. The hor; 



violently away and n 
towards another pillar whe: 
same thing happens. When the 
gallops straight towards ar 



ash the joystick left away from 

• Dirk races 

h an archway and onto a 

i. wooden platform. Horror of 

>'. It starts to plummet on an 

s journey down — stopping 

a knee-jerking jolt for a split 

:ond three times on the way down. 

f hme it stops, you have the 

* your joystick in the 

3n Dirk is facing and he'll jump 

i a rickety catwalk. 

Cvdd T Gooas. As soon as the 

ly Goon appears — recognisable 

I little, purple, furry creature — 

;d button then move 

ltd up the stairs and encounter a 
of Goons - wait until the Goons 
■r three steps away from Dirk 
d press the sword button. Then 
h the joystick forwards. 

When the Lizard 
ng raises his weapon over his head 
ih thejoyslick to the left. As Dirk 
"1, push the joystick 
i is made when he 
it the entrance between the 
la. The instant he looks right, you 
* """ rs lo 'he right. Dick repeats 
e several times along the 
of gold and his sword 
l» in from of him. When you get to 
to point, push the joystick forward 
TO keep pressing the sword button 
n: -'- "-^s finished the Lizard King 

This is possibly the 

.. -wtion of Dragon's Lair. At 

li beginning of Dirk's journey, 

*-n he tumbles into a floating 

yie the joystick left or right 

_ Jte flashes of tight. When he 

is Ye Olde Rapides, always 

owards the darker yellow 

of water — left and right 

mts. Dirk will then hurtle 

e whirlpools, here you 

him around the sides of 

Dls where there is a wide 

water to avoid being 

i chain hanging from the 
- 1, ■*"! joystick forward 




Dirk appears in this scene, push the 
joystick right. When the horseman 
gallops towards him, wait until the 
row of stakes beside Dirk spring up. 
At this instant, push the joystick to the 
left or right so that Dirk jumps to the 
other side of the read. This must be 
accomplished three times — twice to 
avoid the horseman's sword and the 
last time to escape completely. 

In this sequence, 






r.icto: 



making the right 1 

Mud Monsters have risen half-way 
out of their mud pits, press the sword 
button. However, Dirk is unsuccess- 
ful and rums looking for an avenue of 
escape. He's confronted by a mud- 
pit. To escape, push the joystick 
forward, and Dirk will jump towards 
the flashes of tight. When Dirk leaps 
onto the bridge, ignore the flashes on 
his left and right and continue to push 



usly walking down a passage 



with doors on either side of him. 
Suddenly he's attacked by a bunch of 
bouncing skulls. As soon as this 
happens, push the joystick forward 
and Dirk will take a leap. When he 
lands, hit the sword button. Black tar 



ittit 



then starts oozing towards him — at 
which point, push the joystick 
forward. Again Dirk will leap. When 
he lands, push the sword button. Dirk 
is in a half-crouch and is sheathing his 
sword when once again he's con- 
fronted by the tar. To escape, jump 
through the doorway where he'll 
meet some unfriendly Ghouls. To 
despatch the Ghouls, hit the sword 
button as soon as they show them- 
selves. Phew! 



Dirk i: 

ning down a tunnel when a 
black ball rolls down the t 
behind him. There's no escape 
Dirk kicks up his heels and rui 
his life as the ball races down al 



huge 



.• Dirk 
and tun 



s his head. Pull the 




No, ii 



>t the 



latest pop group! In this : 
confronted by paddles swinging on 
two poles. The paths of the paddles 
overlap as they swing in circles and 
Dirk only has a micro-second to dive 
between them. He times himself by 
going into several semi-crouches and 
then goes into a deep half-crouch 
which indicates that you should make 
your move — forward! Once through 
the bats, Dirk lands on his feet. Push 
the sword button, as he is faced with 
a huge spear. Branch-like tentacles 
then reach out towards Dirk — no 
doubt from some stray monster. To 
escape, keep pulling back on the joy- 
stick until you hear a "ping" or Dirk 
starts moving away, then push 
forward continuously until the same 
things occur. 

In 

scene, a huge Black Knight attempts 
to turn Dirk into charcoal by sending 
mega-volts of electricity through the 
floor. Dirk has to leap away from the 
current in several well timed moves. 
There are seven moves to make in all 
— right, left, forward, left, right, left, 
right. Got it? The left and right 
are made when the current threatens 
to surround Dirk, Just before this 
happens, make the appropriate move 
by jumping towards that part of the 
floor which has not been electrified. 
When Dirk lands in front of the 
knight, keep jabbing the 
button to finish him off. 

surrounded by a ring of fire. H< 
ing overhead 

The sword suddenly descends to 
attack Dirk. When it is half-way 
between Dirk and the height from 
which it fell, punch the sword button. 
The instance the mace begins to fall, 
punch the sword button. In the next 

Dirk is confronted by a flying anvil. 
When the anvil rises, move Dirk to 
either the left or right — that is, away 
from the line of fire beside him and 
consequently away from the path of 
the anvil. A sword then rises out of a 



Well, this is 
folks! The moment you've all bee 
waiting for. There are several diffr 
ent moves to make once you'* 
reached the Dragon's Lair and befa 
you can rescue the princess who: 
kept locked up in a glass bubble 

When Dirk first appears on Hi 
scene, you will see behind him: 
huge number of precious object 
balanced precariously upon os 
another. As soon as they flash, men 
the joystick to the left. Dirk then ran 
up to and stops in front of the Draga 
At this point, move tht 
again. He runs off and stops beac 
another pile of objects. These «-« 
Cash — push to the left. 
The next scene show; 
a tree about to be crushed agamsiM 
Wait until the Dragon makes t«P 
attempts to crush Dili: 
tries a third time, pull back on the it 
stick. The Princess the: 
screen — keep pushm.: 
until you hear a "ping". 
Dirk takes refuge beh 
tree. Pull the joystick back before Hi 
Dragon makes anothe: 
crush him. The Princess appeal 
again — push forward until you heat 
"ping" and then keep pushing ■ 
joystick to the right. 

The next scene shows Dirk runnoj 
away from the Dragon 
you see the Magic Swc 
joystick to the right and then pia 
the sword button. Continue punchjl 
■ -■■' 

sword in front of him then push M 
joystick left until that familiar "pi™ 
'3 heard. 

When Dirk completes his mod 
press the sword button continue™ 
In this scene, the until the machine clicks twice. In 
object is to avoid fissures in the have lolled the Dragon and Rescoii 
ground which threaten to swallow the Princess!! 
Dirk. If a crack appears to his left or So now you know how ti 
right, jump Dirk in the opposite dragon. Dragon's Lair is a 
direction. The movements are similar game and we hope these 

Electrifying Knight help you make the most of it. So, in 



rack and heads for Dirk — press the 
sword button. Escaping up a flight of 

coming to life — again punch the 
sword button. 

Dirk is standing on 
a floor which is lilting up and down. 
Wait until a light flashes to his right 
then move the joystick back. When 
Dirk jumps back, a trapdoor opens 
beneath him. Push the joystick 
forward and. when he lands, push the 
joystick left. 
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RUNS ON AN AMSTR/ 
BY DAVID MUIR 

in Zeppelin, the player 
mtroU a German airship 
Mich mo vex automatic- 
lily back and forth 
Kress the screen. 
The COPY key drops 
bomb which 
Intends at an angle 
[hm the Zeppelin's 
pub hatch at the 

of the 
afrcraft. Only one 
bomb can be In mld- 
ilr at one time. You 
fat aim for one of the 
munitions factories 
id across the landscape. 
ng one factory scores 
points but hitting all six 
t bonus of another 600 
when a fresh screen 
new factories Is 
yed. 

up and down cursor 
control the altitude at 
fhleh the airship is flying — 
■Mi Ii your only defence 
•plnst the missiles which 
m being launched from 
lind-based guns. 
( Before each fresh screen 
■tre Is a short pause which 
pn be eliminated by press- 
the space bar. This rest 
the player time to ad- 
to the next level, 
it easier to bomb 
ht factories from a 
* height and the 
I bombs can be dropped 
■■ore frequently, but 
| here Is less time to 
Mfioeuvre away 
fom the shells which 
re fired more 
wquently. 
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Being a Bug Hunter Isn't easy, you know, 
So many new micros have arrived on the \V^_^ 
shelves this year alone that it's getting j£jfr$M 

r\ hard to keep track of them all. Many people ****%£/] 
f/A \j^ *yP e in programs from games magazines like J 

Computer & Video Games. Occasionally, we have to 
admit, an error creeps Into one of our listings. More 
often, though, the person typing the listing in makes a 



small typing error. So, next time you have problems wft l^Z 
one of our games, read this before phoning Bug Hunter ~ 
It may save you the cost of a phone call. 

r when the file is closed. If number by poking ip 
t to close a file , then y^ni may it inadvertently, 
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ly has been dimensioned with 

statement but you are trying to 

I a part of the array which does 

ist. For example, the line DIM 

») will give array A 100 elements. 

on then try to PRINT A(103} you'll 

bad SUBSCRIPT, The number in 

^ the brackets is known as a sub- 

?t. If you get this error, 

:k any lines which deal with 

ys, especially DIM lines. 

I computer prints an err 

-s when you type RUN, it 

" a very small typing error. 

aking a comma for a full 

a the way in which a 




NEXT WITHOUT FOR 

A FOR-NEXT loop is a special part of 
a Basic program. There must be a 
FOR statement, then part of the 
program and then a NEXT statement. 
If the program comes across a NEXT 
but has not been through the 
matching FOR, then you'll get this 
error. As well as incorrect typing of 
the FOR and NEXT lines, it could be 
that your GOTOs and/or GOSUBs are 
wrong. This might make the program 
jump to a NEXT without going 
through the FOR first. 

ILLEGAL DIRECT 

There are two ways to enter a Basic 
statement. Either with a line number, 
as part of a program, or without one. 
This is known as immediate mode. 
There are some commands, though, 
which can't be entered in immediate 
— or direct — mode but only as part 
of a program. An example is the 
INPUT command. If you try typing a 
command in immediate mode which 
can only be input as part of a 
program, then you'll get this error. 
Try typing INPUT A on your 
computer and you'll s ee what I mean. 

STRING TOO LONG ~ 

The program is trying to create a 
string which is longer than the 
ursion of Basic allows. This is no - 
roblem on a Spectrum, as there is no 
nit to the length of a string. Onother 
icros, though, strings usually have a 
' " Trying t< ' ; 



C- 



OUT OF DATA 



Vr 



This is one of the most js^mmon 
errors. In many Basic programs, 
you'll find lines with the wordjDATA 
at the beginning. These cfentain 
numbers or letters which the 
program needs to run, and which are 
read into the program with a RjAD 
statement. Each time there is a RpAD, 
it will get the next item from the 
DATA line. But, if there is a READ but 
no more DATA left to be read; you'll 
get this error. If this happens, crteck 
the DATA lines to make sure that they 
are typed conecdy. Eacju " *"' 
DATA is separated by.#™>iL 
you miss one of these o*tN 
merge two DATA item; 
means that although?" 
there, it will appear 
computer. 

O UT OFMEMOBYXty ' ~/ 



reaUyf It 



— explanatory, .„,» 
means that you haven't got i 
memory left! This usually 
a program is too large 
machine and that you've 
RAM. However, there 
typing errors which will 

especially DIM 




TEST MATCH 



The England Test team may not be doing 
well this season, but here's your chance 
to beat the West Indies — on computer at 
least. 

Perhaps you'll be able to convince the 
MCC that a Spectrum should captain the 
England team next season! 

You control the batsman who has to 
battle his way to a century or so. Mark 
White has come up with an entertaining 
computerised version of our traditional 
summer game which will keep you 
enthralled for hours. The game includes 
an end of match score card plus the 
option to choose the names of the 
opposing teams. Full instructions are 
included in the program. 

So strap on your pads and prepare to 
score that century! 

BY MARK WHITE 
RUNS ON A SPECTRUM IN 16k 
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GREAT GAMES- 




So, you're fed up with playing other people's 
games on your computer? You think you could 
do better? Well, why not try writing your own? 
With a good book on Basic by your side, it's 
not hard to write a simple game. But presentation is 
as important as the game itself. A good game also 
has an intricate loading title screen and well 



Sprites will be pretty familiar to 
anyone who's ever tried to 
write a game on a Com- 
modore 64 or Atari, A sprite is 
just like a user defined graphics 
character which you can move any- 
where on the screen using simple 
commands from Basic But a sprite 

commands are included in the Basic 
language to handle them and you 
can perform special functions with 
sprites which you can't do with 
normal characters. 

One feature of the Commodore 64 
is the ability to expand a sprite by a 
factor of two or to reduce it by the 
same amount. This means that you 
won't have to redesign the 
character. You just give the correct 
command to the computer and it 
will do the rest, 

A sprite on the CBM 64 is 24x21 
pixels and can be moved, through 
special commands, like a single 



Programming with sprites on 
the CBM 64 is complicated, 
though. There are no special 
Basic words — just a lonq list of 
POKEs. You can get round this with 



if you buy the Extended Basic 
cartridge, then you're in luck. Your 



POKE! To set up a sprite, u 
command SPRITE and to mag 
use MAGNIFY. Colours of 
are set with COLOR — i 



[ any more about this area of graphics 

. programming, look through she 

books at your local micro shop. Os 

I try your local library. It's surprising 

how many good computing books 

you'll find there. 

If it's an entire game which you're 
trying to write, then you may Bra! 
use for a games designer program. 
If you want to know what these 
are all about, then dig out your copj 
of C&VG of December 1983. To-j". 
■o fact -packed pages all about 
games designers in there, staniuj 

If tmioc's your area, then you 
should be able to get some 
reasonable sounds out of many of 
cros around at the moment 
o machines most capable d 



Get 



>ably I 



A'ar 



todore 64. These h 
;ound channels and there 



■ion is your fancy, t; 
Quicksilva has a package for 
Beeb called Drum Kit. It won't mate 
you into a Stewart Cope land, bi 

things. 

the programs designed specifically 
to help you in your programn ' 



F 



Adventure fans. The Qui 
i foi 
I the Commodore 64. When Hue 
program was first launched for the 
Spectrum, it was one of the most 
opular programming utilises 
round. The program is designed » 
help you write Adventure games. In 



. you 






programming in on 
write a good Adventure, but 
you only need to have the idea 
the Quill will actually write the 
program for you. 

Once you've loaded the program, 
you use a special language to set up 
the Adventure. The first thing that 
'11 need to do is to draw a map to 
include all the locations and their 



S - BY DESIGN 



designed sprites which take time. Luckily, though, 
many software houses are coming to our rescue 
with programs designed to make programming 
easier. Here, we take a look at some of the best of 
these programs. But first we ask what exactly do 
these programs do? And how do they do it? The 
Bog Hunter reveals all! 



contents. You also have to define 
life paths which link the locations. 

You can then add certain effects 
'-■(•- progran 1l« foi ex;i:n - 

■ l'.:ch will appeal when 
you go into a certain room. 

You also have to set up a score 
...lit the program knows 
bow many points to give you for 
each object collected. 

wabulary, so you can allow the 
game to understand any words 
which you want. 

Once you've completed your 

Adventure, then you can test it by 

selecting the test option from the 

netto. If all is well, then 

i U save your game on to 



You now have a 
Adventure program wti 
inlo your computer ji 
commercial program 

Many of the Adve 
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actually wntten with Quill. Thei 

mate them any harder or easier to 
play. In fact, unless you were told, 
' I know that they were 
not written by a professional 
programmer. Denis Through the 
Mhtaio- Class is an example. You 

Gisoft, on 0446 7322765. 

I".:- ■:■.. interested in Scope than 
■■O'jiii. Scope, from ISP. 
H:: i:\ur; for Simple Compilation 
of Plain English and is a graphics 
programming language for writing 
bst arcade-style games. 
This is another program which has 

Commodore 64 after proving its 
worth on 'he Spectrum. 
The language has 



. ■ : ■ 






te graphics and sound effects, 
ope is a compiled language 
ih means that the programs you 



makes Scope programs run a. 101 
faster than if a similar program was 
written in Basic. Scope is from ISP 
who are based in Basingstoke. 

Once you have designed your 
game, it would be nice to give it a 
professional-looking title screen as 
used by most of the professional 
software houses. 



klS 



help 



you produce proft 
screen displays for your games. 

The main concept behind Forth is 
defining words Each word is a 
Forth command and can be used in 
a program. The beauty is that you 
can extend the language by 
defining new words and these can 
simply be extensions of existing 



-<!■-.:] 



w 



a progriirr,. 
w words until, by typi 
rd, the program will n 



the Spectrum by Oasi; 






it also has over 100 extra 
words designed specifically for 
programming fast- moving graphics 
for games. 

're prepared to 

you can produce some really 
professional results with this 
package. I've seen it demonstrated 
and it really is impressive. 

Of course, if it's Just large pretty 
characters for a display you're after, 
then there's DLAN from Campbell 
systems. DLAN stands for Display 
Language and will produce moving 
displays on a Spectrum with a 
choice of 11 character sets. 

talked about a whole 
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the company a ring. Or 
at Bug Hunter. Good h 
programming! 
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Britain's two most popular personal computers, the Commodore 64 and 
■ ipectrum are covered from basic to semi-expert in Which Micro 
I magazine's Handbooks. 

I Author Ptete Gerrard, a regular columnist for Which Micro, has put together 
I an accurate and practical guide to both computers, at £4.99 per book. 

SSSf™ are iT \ c ^ ded a , nd b °th 160-page books are spiral bound for 
I easy use and are available m all good bookshops from November or direct 
* ^ through your letterbox by filling in the coupon below 



Copie s 

t©YO«* 

fo>or - P° st 
free. 



Please send me, post free copies of the 

Which Micro Commodore 64 Handbook 

Which Micro Spectrum Handbook c 

I enclose remittance of £ at £4.99 per book, made payable to EMAP Books. 

Name • Address 

Send this coupon to EMAP Books, 
Bushfield House, Orton Centre, 
Peterborough, PE2 OUW. 
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I Ff'gftfer P/tof is the second best selling game of 
1 '84 just pipping Manic Mineral the post. 
I A World War II flight simulation incorporating 
| combat, this game rocketed Digital Integration 
nto the big league of games software houses. 
Fighter Pilot's programmer, Dave Marshal 
| knows a thing or two about computers and aer< 

. having worked on computer engine 
| control systems for jet liners. This expertise 
;omes across in the game which plays just a; 
iou were in a real aircraft. 
Fighter Pilot precipitated a flight simulati 
■ boom with several versions, appearing from 
| dozens of companies trying to emulate Digital' 
■lit on other systems. 

Since Fighter Pilot, Digital has launched thre 
Tiore games — each one a success. 
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Morciis wasn't very interested in hi* 
coiftTnof write any programs.' He loved 
the games, of course, his favourite being 
Berzerk - shooting all the headless 
androids. 
One morning, Marcus was playing this. 

, He had just walked into an electrified 
Mall. 
"HA HA" said the computer, "WE GOT 

1 TOU NOW, GAME OVER." One of the 
androids walked over and replaced 
Martus's score with zeroes. 
YOUR SCORE WAS NOUGHT." Marcus 
could contain himself no longer. 
"CHEAT", he typed. 
WHO ARE YOU CALLING A CHEAT?" 
RUN", answered Marcus, to get a new 

"YOU'LL BE LUCKY." The screen suddenly 
rtowed green lettering. 
I "THERE'S A BUG IN THIS MACHINE." 
IS™!!™" th «* « b"fl was a mistake. 
"WHERE?" he typed, 
"COME AND FIND ME," said the voice 
tynthettier. 




"I SUGGEST YOU DO THAT," displayed 

the green letters. 

"I DARE YOU", the synthesiser 

continued, "PICK UP THE JOYSTICK." 

Marcus did so and moved it forward. A 

line moved up the screen. 

- -» W ®. le it m .?L. 1 .°» m t h .^, A , nal l PAV* te 

amounts into numbers and back again," 

said a voice happily, "Please step 

beyond, but be careful as you cross the 

buffer." 

Marcus stepped beyond and found 
himself In front of a sign saying 170 
Port. However, between him and the 
waterfront was a six-lane highway. 
There wore other doors similar to the 
one he had entered through, named 
things like R.G.B., Out, Keyboard In, Disc 
and Audio Out. Marcus started forward 
across the road but jumped back as 
something zoomed in front of him. 
"Get yourself killed like that," said a 
voice. 

"Eh?" Marcus looked around. 
"Down 'ere," It said. Marcus looked 
down. On the floor was a large frog. 
"Are you a bug?" asked Marcus. 
"Don't be a fool," snapped the offended 
frog. "Follow me, quickly I" 
He leapt Into the road. Marcus followed, 
dodging the traffic. 
"Now what?" asked Marcus. 
"Just hop on a bus, but watch out for 
the snake I" The frog cried, and hopped 
onto a log which was floating down the 
river. 

Marcus heard a soft hiss. He turned to 
see a snake-like queue of people by a 
bus stop. 

"Hello," he said to a tall man made of 
numbers who stood at the end. 
"1306," grinned the man. 
"Pardon?" asked Marcus. 
"1306," repeated the man cheerfully, 
"12," said a woman of Is and 2s. 
"0," giggled a rather fat little girl as 
the bus came in sight. A sign on the 
front proclaimed "Data Bus. RAM 02 A F 
via CPU". The line filed on, each 
repeating one word or number. Marcus 
followed. 

"Er excuse me," Marcus said to the 
driver. There was no reply so he sat 
down. The bus drove first into a large 
city, then went round a roundabout and 
into a dark tunnel. Bats squeaked, toads 
leapt In front of them. 
"0", shrieked the little girl. 
"GAME OVER," said someone happily 
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"Whooooh," said a ghost. 

Rats scurried along the top of the but 

and things clanked. 

The bus stopped, Marcus nervously 
followed the people out. They stood in a 
large labyrinth. The entire floors pace 
was covered in boxes with names on 
them, such as XVECT, YVECT, XQTTO. 
YSHOT. Marcus's travelling companions 
each climbed into a box, pushing 
someone else out. "Chicken," grumbled 
a person who'd been usurped, whilst a 
"Lucky" crowed over him. The evictees 
all walked fearfully towards a small 
dark opening. As they entered, there 
were delighted munching and gulping 
noises with the odd burp interspersed. 
Marcus crept closer and peered in. Inside 
was a large yellow head with a 
monstrous pair of jaws. 
"Come in!" called the head, licking its 
lips. 

"tr, I'd rather not," sold Marcus. 
The head laughed. "Who are you?" it 
roared. 

"Well, er, I'm Marcus." 
"What?" 
"I'm a boy." 

"Oh," said the head pleasantly, 
"Visitors. Don't get them here very 
often." 

"I'm not surprised," muttered Marcus. 
"Good heavens, I don't eat people, old 
boy. That's just old data." 
"What?" 

"Weil you see. I'm garbage collecting. 
It's my job. not that I don't partake of a 
little number-crunching, mind you, but 
my main purpose is to dispose of old and 
unwanted information." 
"I see," said the relieved Marcus. 
"Don't go down there," pointed the 
head with its tongue at where Marcus 
was starting to go. "That's ghosted 
Eprom. Take this door to the 
interpreters." 

"Thanks," said Marcus, "Bye." 
"Thanks for the visit," shouted the head 
and departed. 

Marcus entered the door. The room 
beyond was Incredibly long and thin. A 
line of men sat from one end to the 
other. Marcus approached the end man. 
"Hello," he said. 

The man whispered to his next-door 
neighbour, who in turn whispered to his 
and so on down the line. A clerk at the 
end wrote something on a slip of paper 
and posted it through a letter box. 
Seconds later he took an answer from It. 
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He toid the man at his end and the 

message was whispered back up the 

line. 

"SYNTAX ERROR" announced the man. 

"Pardon?" said Marcus. 

The message went down the line and 

back. 

"SYNTAX ERROR" repeated the man. 

Marcus had an idea. 

"PRINT HELLO" he said. 

After the round trip the man said 

"HELLO". 

(Interlude in Reality) 

Marcus's mother walked into the 
computer room. "Marcus!" she called. H« 
was nowhere to be seen. She turned to 
the computer, typed CLS: PRINT "DINNER 
IS READY", and left. 

A boy walked into the room. He 
handed a telegram to the man and left. 
Whisperers whispered, the clerk wrote, 
and whisperers whispered again. 
"DINNER IS READY" said the man. 
"Oh thanks," said Marcus. 
"SYNTAX ERROR" announced the man, 
after some discussion. Marcus left the 
room by another door. He came to a 
large square room filled with tables 
which had numbers scratched on them, A 
short fat man stood up from the 
armchair he had been sitting in. 
"Hi," he said, "I'm the Base Converter 
and these are my tables." 
"Hello, I'm Marcus," said Marcus, "What 
are your tables for?" 
"Base conversion, of course!' 
"What's that 




Well, you work In bate ten, don't you? 
But the computer works in bate two, so I 
hove to convert one Into the other." 
"5?* ?**?. " B basoT ' b »«* out Marcus. 

Think of it this way. How many 
numbers before ten?" 
"^C'pJfL^Btm, nougnrr mere are 
ten single digit numbers before we get 
to two digits, but if we were in base two 

. . " here the Base Converter got up on 
o table and indicated it, "10 would be 
equal to two because there would be 
only two single digit numbers before It." 
Morcus wondered if he could live to be a 
thousand by visiting base two. 
"Why can't computers use base ten?" 

They can't, very stupid machines you 
know. Just think, without me you would 
never be able to communicate with the 
lystem. Marcus! Don't lean on the Octal, 
you'fl smudge It." 



"Sorry," said Marcus. 
"Of course, as soon as someone invents 
a machine that uses values instead of 
numbers, I'm out of a job. Back to bases, 
though!" He jumped on another table. 
"Things get even more complicated with 
{base sixteen), you have to use letters 
for single digit numbers, so ten becomes 
A and twelve becomes C. See?" 
Marcus gulped. "Sort of." 
"Anything else?" asked the Base 
Converter. 

"No thank you," replied Marcus. 
"Oh well." sighed the Converter. "Bye. 
If you go that woy, you'll find the 
Compiler. It's faster than the 
Interpreter." 

"Bye," said Marcus and exited. 
He found himself on a pyramid of 

yellow boxes. 

"What are you doing here?" asked a 

voice. 

Marcus turned to find himself looking at 

a pair of eyes, o long snout and two 

legs, with very little to hold them 

together. 

"Well, er, I'm looking for a bug." 

"You, debugging!" sneered the creature. 

He indicated the pyramid. 
"What's Bask and what's Machine 

Code?" he demanded. 

"I don't know," admitted Marcus. 

"£$%**!!!" said the creature. "Yellow's 

Basic and Blue's Machine Code," and he 
oed off. Marcus was about to remark 
there were no blue blocks but he 




sow that, as the creature jumped down, 
the blocks ha landed on turned blue. 
Marcus started to jump down after him. 
Whan ha reached th* bottom ha found 
the creature arguing with a truck driver. 
As soon as he saw Marcus, he let out 
shrieks of discontent and jumped onto a 
spinning disc which gently rose up 
towards the top of the pyramid. The 
truck driver grinned. 
"So you're the programmer who can't 
program to save his life?" 
"Yes," said Marcus, "who ere you?" 
"I'm the Loader, got to shift all these." 
He Indicated the pyramid. "Give us a 
hand and you can ave a lift," 
"OK" said Marcus and climbed in. 

"Oh I Where is that wretched child?" 
exclaimed the wretched child's mother. 
"Marcus! Dinner's getting cold." 
"I hope he hasn't gone off with a 
strange man in a lorry," she thought 
worriedly. 
Which was exactly what he had done. 




Marcus thanked the loader for the lift 
and started walking towards the city 
centre. Suddenly he was grabbed from 
behind. He saw o ring of the telegram 
boys encircling him, 
"Who is he?" asked one. 
"He's a spy. I saw him peeking at the 
interpreter." 

"No, he's a bug. He was trying to mess 
old Bert up. Let's debug him." 
"Delete him!" 

"Poke him out of existence!" they called 
excitadly. 

"NO!" shrieked Marcus. 
"Tell Lisa to take the Rat to the Basket, 1 ' 
added some thoughtful soul. 
"OK Bug, you're sentenced to immediate 
termination. You may make one last 
statement — if you tell the truth you 
will be blasted out of existence, if you 
lie . . ." 
"What?" 

"You will be nibbled alive by 
centipedes!" 

"This Isn't true," moaned Marcus to 
himself. 

"CHEAT!" yelled the boys. 
"Take him to the Arithmetic / Logic 
Unit, to sort this out," one suggested, 
"Right, you're coming with us!" they 

Another boy ran ahead whilst the 
others, holding their prisoner, leisurely 
proceeded towards a distant building. 
They finally reached It, but found the 
door locked. 

"Hello!" shouted the boys, knocking at 
the door. Marcus started edging away 
slowly. A messenger appeared at the 
window. 

"Here, let us in," shouted someone. 
"Can't," said the messenger, "Stuck. 
We're going round and round in circle* 

"Why?" asked someone. 
"Unbreakable paradox, you fool!" 
"Oh," said a boy, 

"Yes OH!!!" said the messenger, "With 
triple PLING! We've got infinite 
recursion. The stack's spilling 
everywhere. It's an un trappable error. If 
we're not careful, we'll crash the 

"What now?" 

"Get rid of the bug. QUICK! 




Marcus turned and fled, the boys In hot 
pursuit. Suddenly a red bolt of 
electricity shot post him and exploded. 
Marcus dodged left and was passed by a 
Hue bolt, seconds later. He made for a 

I blue stream and leaped onto a rock in 

I the middle. 

"Oi scram!" said the rock, lifting Itself 
out of the water, "How would you like 

"Well," said Marcus, realising that he 
I was in fact standing on the back of a 

large turtle, "not really." 
I "I'm not here," said the Turtle, "to be 
I your stepping stone. What's wrong with 

your wings?" " 

IE' hBWn ' t anV Win8 *'" """P'omed 

I ? re Y ou sure? " «ked the Turtle. 

Te*!" said Marcus, exasperated. 
I rlmm," mused the Turtle, "sorry. I 
I thought you were somebody else." 



He obligingly swam to the shore and let 

Marcus climb off. He then crawled onto 

the bank. 

"Who did you think I was?" asked 

Marcus, 

"No one important." said the Turtle. 

"Oh here they are. Push off!" 

A number of bright translucent 

creatures about 20 centimetres long 

fluttered around on tiny scintillating 

"Hallo dear Turtle, and who Is this?" 

they called out shrilly. 

"Not sulking I hope, dear Turtle," one 

said playfully. "Now who is your 

charming friend?" 

"Nothing to do with you," said the 

Turtle. 

"Lookl" said Marcus. "What's that?" 

He pointed to a hole, rather like a door, 

In the air from which the strange 

creatures had come. Above it was 

written BERZERK. 

"Oh don't go In there. Nasty, violent 

place," they sold, dissolving Into fits of 

giggles. 

"Who are you?" asked Marcus. 

"They're sprites." said the Turtle 

contempueusly. 

"Oh don't be jealous, dear Turtle. We 

are only here to brighten up your life," 

At this the sprites exploded in a 

fabulous display of pyrotechnics and 

then imploded. They repeated this a 

number of times. 

"We can add some colour to your cold, 

slow world." 

This enraged the Turtle further. 

"What do you mean, slow?" he said 

coldly. 

"Of course not, dear Turtle," said the 

sprites, looking shocked, 

"But we only meant . . ." 

"Forget what you meant!" growled the 

Turtle. 

"Hey!" said Marcus. "Can we go in?" 

"If you wont to, but I have to draw out 

silly walls Instead of sensible pictures," 

muttered the Turtle. 

"We turn Into lovely shapes and 

coloured lights," giggled the sprites. 

And we play at being big, bad androids 
and shoot each other In a display of 
explosions." 

Marcus had already reached the door. 
They all entered but the Sprites 
fluttered away and turned into 
androids. The Turtle dashed round 
leaving electrified walls behind and 
finished by sealing the door. The 
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androids marched on Marcus. 
"Shoot them," said the Turtle. 
"What with?" asked Marcus. 
"Haven't you got a blaster?" asked the 
Turtle. 

"No!" said Marcus. 

One of the androids shot an electricity 
bolt at them which they both dodged. 
"You try and lead them into walls. I'll 
draw some more," the Turtle said and 
dashed off, Marcus ducked another bolt 
and darted between two androids. He 
turned a corner and ahead saw the 
Turtle drawing extra walls. An android 
walked into a wall and exploded. The 
sprite came and hovered above him. 
"What fun," It laughed. 
"If you like it." said Marcus sourly. 
He was beginning to feel like the 
Turtle and was not sure he could trust 
someone who had just tried to shoot 
him. 

"Well, my own fault 1 s'pose. Bit clumsy 
that, walking into the hall. I say, do you 
reckon Turtle's playing fair? Oh, !'s just 
been shot by 6. Bad luck. Number 1." 
The ever increasing number of sprites 
about his head chattered continuously. 
Marcus noticed that a large smiling ball 
was hovering over a wall. It slowly flew 
towards him. He turned and just slopped 
himself running into a wall. He could 
back away no further. Evil Otto hung 
there a bent and decrepit old man who 
reminded Marcus of an insect dressed in 
an old black gown. The man laughed 
evilly. 

"H H Hello," said Marcus. 
The man persisted in malign giggling. 
"Listen — " growled the Turtle. 
The man did not stop his fiendish cackle. 
"Hey . . ." said a sprite nervously. 
The man's face filled with anger. He 
poked the sprite firmly on the chest, 
it gurgled and disappeared. The rest of 
the sprites turned invisible. 
"Hmm" muttered the man, pulling out a 
black book. 

"Don't let him peek at our address!" 
came a voice from mid-air. Marcus 
moved forward but he was too late. The 
man pointed at nothing and there was 
another pitiful gurgle. 
"Stop it!" shouted Marcus. 
"Stop It?" sneered the man. "Why, 
young man? I see no reason why I 
should. You have no authority over me." 
"Are you a bug?" asked Marcus. The Bug 
beamed at him. 
"Of course, old boy. Marvellous 
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deduction," he answered pleasantly. 

"How do I get rid of It?" Marcus asked 

the Turtle. 

"Find out what it's trying," It hissed. 

"I'll tell you what I'm trying!" shouted 

the Bug. 

"What please?" asked Marcus. 

"Look!" it yelled and opened a door. 

Suddenly, something coloured and 

flashing zoomed out of it. 

"Mutant bytes!" exclaimed the Turtle. 

"Yes. Straight through the 8-way 

connector pins. Wham!" 

"But the processors will fight!" 

"Yup. And we'll win. An end to parallel 

processing. Early retirement for the 

CPU." 

"The sooner this gets debugged the 

better," said the Turtle. 

There was a smashing crunch and 

Marcus found himself alone with the Bug 

in a wast empty white room. 

"What . . . what happened?" asked 

Marcus. The Bug was furious. 

"Someone's crashed the system," it 

yelled, jumping up and down. "We're 
disconnected." 

"How do we get out?" asked Marcus. 

"We can't, until we get reselected. 
Unless someone has taken the cartridge 
out. Then we're really stuck." 
EPILOGUE 

"Marcus isn't home yet, is he?" asked 
Marcus's mother. 
"No." said his father. 
"Where can he have got to?" 
"I don't know. Has this computer been 
on all day?" 

"Oh, I don't know, Marcus was playing 
with It. Shouldn't we go and find him?" 
"Mm. This'll get hot, you know. You 
must tell him to turn if off when he's not 
using it." He promptly did so, and put 
the Berzerk cartridge back alongside 
Pa e- Man and Q*Bert. 

It was dark. The Bug sat dejectedly. 
"All those mutant bytes gone kerblam. 
It'll take ages to redo all that." 
"How am I to get out?" moaned Marcus. 
"No question of that now, you'll have to 
wait until the cartridge Is used again. 
Then get on to the screen. Your friend 
the Turtle should show you 
how to do that." 
"So I just have 
to wait until 
Dad plays Berzerk 



n?" 
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Marcus, much 
cheered, and he 
prepared for a 
few days' wait. 
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..u. racinnni rawer than hostile visitor from a 
"P»™ 9*J**Y somewhere in the vicinity of 
Andromeda enjoy* nothing more than setting a 
««1 on its heel* and enjoying the 



Just to put a galactic spanner in your own works, 
Octopoid has thoroughly jumbled up the letters in 
eight of this year's video and computer titles and a 
pretty messy program will result unless you can 
re-e«ange the letters of each and find the 

Can you sort out the anagram* quickly enough 
to speed him on his way before he starts rearrang- 
ing your machine's memory gap? 

Yes, EarthUng. you may well tremble in your 
wellies. The aliens are backl 

This time, though, it i, not swiftness of key 
bashing which will save your planet, but strength 
o! Dram power, 

Aa the aliens hover above Earth, you have 
control of the one laser left intact, which may, 
pe«bly, have the power to explode the frightful 
beings before they land and turn us into slaves 
Bu JL mr ""PP'y °' ammunition is limited. 

The number in each box show, how many 
remain to be fired from that base 

Also, the User moves in a curious way, 
mg to perform, n can travel right or left a 
equal to the number of shots left in the 
which it is standing at the time the move BUU u 

Should tbe distance to be moved take it to the 
and of the firing range, then it will bounce ofT that 
and and continue in the opposite direction until 
the move is completed. 

Firing it automatic and happen* each 
time the laser conies to rest at the end 
of a move — and it will Ore 

whether there is an alien directly /■ js?r 

above it or not. ^^V^L 

Should the laser be 
moved to a bate which 
has only one shot 
left then, after that 
shot it fired, the 
value of the base 
becomes aero and 
the laser can make 

If this happens 
where there are still 
aliens waiting to tr- 
apped, you have 
failed in your task £ 
and an appropriate , *""^' 
fate will befall the 
planet you were 

If you can kill all 
the aliens, then the 
Earth is saved and 
the flags of many 
nations will be 
spread over the sky 
in your honour. 
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It may well only be on Earth that Invicta's classic 
game. Matter Mind, is played for fun with plaatic 
bags. 

On Mynde. at least, it serves the far more 
important task of settling all potential wars before 
any blood is spilt. The two warring tactions set up 
a force of four units identified by colour. 

Each colour is then assigned a power, by 
random means, and in the latest dispute the 
power order is Red, Green. Blue, Yellow, White, 

This meant that a Red force defeats any colour 
opposing it - except another Red, where a tie is 
the result. 

Green is defeated by Red but detests nothing 
else in the line and so on down to Purple, the 
weakest, which can do little except hope to be 
matched against another Purple. 

After a highly complicated process of guessing 
and manoeuvring, the hidden forces are revealed 
and the consequences worked out. The two pegs 
facing each other axe compared and the lower 
powered one is removed. The tide having most 
pegs left when all four pairs have been dealt with 
is the winner of that contest. 

Unfortunately, you have chosen to call at an ill- 
judged moment and have no choice but to Join 
one side or the other. 

You have had several guesses as to the line-up 
of each army and the results are shown in the 
picture. The top number above a guess shows 
how many of your choices are exactly right — the 
right colour in the right spot. The lower number 
tells you how many are the right colour but placed 
in (he wrong spot. 

Cart you work out how each force is laid out and 
so decide who will wipe out what and therefore 
which side will win? 



COSMIC CARVE UP 



Peace has struck the 
Empire and, provided the 
Empire doesn't strike back, 
it may hold. As long, that is, 
atthe eight ruling lords can 
carve up their slab of the 
Universe to the satisfaction 
stone and all. 

Being jealous guardians 
of their own position, each 
demands an equal sized 
•hare of the interstellar 
cake which can only be 
carved along the dotted 
lines of space warp. 

Furthermore, each lord 
insists that, in his portion, 
there must reside two 
jalaxies, one pulsar, one 
lusaar and one black hole. 
Can you work out where 
the lines should be drawn 








RUNNING THE PROGRAM 



The menu offers you three 
choices: a new invasion force, 
a repeal of the last invasion 
force or a good night's sleep, 

A new invasion force is 
generated by random factors 
— there may be anything from 
to four aliens in any vertical 
line and the number of shots in 
each locker can vary from one 
more than the number of 
aliens to four more. 

Thus there are 30 different 
ways in which each column 




can be set up and with seven 
columns that is. umm 
1,380,000,000 different 
invasions for you to tackle! 

Which ought to keep you 
occupied for more than a 
repeat of Dallas or two. 

The second option permits 
you to have another try at the 
last set-up. If you failed, you 
can try to find a better line of 
attack. If you succeeded, you 
may care to try again and 
improve your scoring by 
reducing the number of shots 
needed to wipe out the invad- 

If the family and friends are 
anxious to have a go, then this 
option allows each member of 
the group to try the same 
situation and you can see who 
comes off best as a super-hero 
by achieving the most aliens 
killed off with the fewest shots 
being fired. 

In some of the situations 
which arise by the random- 
neas of the selection, it might 
be that killing off all the aliens 
is impossible. 

To make a start, hit the letter 
A to G of yom choice to 
position the laser for its first 

From then on, enter each 
choice of move by hitting the 
left cursor key or the right 
cursor key. And may Einstein 
speed your choosing! 
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This fearsome 
figure from Mars 
had his face de- 
wrinkled when he 
mistook a car- 
wash for his wife's 
furry pet and tried to 
give it a cuddle. 
Which is a pity 
because he is due at a 
monster party tonight and 
wants to look his worst. 
He has popped into an 
ugly parlour and asked for 
the lines to be re-drawn as 
they were. The harrassed 
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assistant doesn't 

know where to 

begin to work on a 

map like that. All 

she knows is that 

the layout of figures is 

made up from a 

complete set of 

dominoes and the 

lines must be placed to 

show the separate tiles. 

Can you fill in the lines 

in the picture for her 

and show her the only 

way the problem can 

be solved? 




ALIEN MAZE 



Your task, and by the way yon only have a minute 
before this page self-destructs, is to find a path 
from the top of the square to the bottom. 

Each cuddly alien figure has a meaning: up, 
down, right or left, which takes you to the next 
square. So if you can discover which face has 
which meaning, then you will be able to choose 
the correct square on the top line to start from and 
find your way through and out from under the 
bottom line. 

But there is only one possible path. Can you 
mark it in time? 



CONDENSATION STRE 
spotted all the differences in out Condensation 

Well, here they axe . . . 

missing, so is Hilda's paper, the ST. i 



know the 

The door knob 
Alf s coat and Bet's bangL 

If yon spotted just one 
yoa? Go to the bottom of the cl« 



Street puzzle have you? Want t 
i the street sign, the buttons o 
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HUNSON A ZX SPECTRUM IN 16K 



■ V«* «r« the new chef or the Galactic Pluerla. The 

^Hl^J ."""*""* ve * etab '« which roam 
throughout outer space. 

right order, although points are scored for 

hitting mushrooms. 

The graphic display on the right of the screen 
«?ropl« a W *" **" haV " pr °9 re ** ed ™ making the 

Your craft - Vino T - is armed with plasma and 
by shooting the passive wine glasses. 

If you run out of plonk, your ship will be unable 
t. move but will still be capable of firing plZ 

thrll'iw * """" Droaram ' *"«'* follows a short 

r££. So "If" 1 " !° «■ K^mprton Joysticks. 
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Eisr MERGE - PreK enter and «"rtS 

Joystick program. 
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By Scott Adams, bora Adventure 

International. 

For TRS-M, Apple. Atari, CBM 64, 

B1C and Spectrum. 

CSaymorgue gets the number one 
spot in my hit parade, for the sheer 
enjoyment I have had from any 
Adventure during the past year. It's 
one of those games that keeps you at 
the keyboard (ill the small hours, 
when you are likely to be so thrilled 
on making a new discovery that 
you'll feel it only right to awaken the 
whole family and tell them about it! 

Graphics versions are available for 
some micros, but I had my own clear 
mental image whilst playing a text 
only version. Short crisp descriptions 
and replies describe an adventure- 
land of about three dozen locations, 
but every word, every object and 
every location is used to the full in 
one of the most cleverly interlocked 
puzzles I have come across. 

Set in and around a castle with an 
enchanted moat, your objective is to 
collect stars and to deposit them in a 
treasure store — IF you can find it. 
AND if you can get them all there! At 
one point. I had almost a complete 
galaxy awaiting storage and nowhere 

Solve the mystery of the magic 
fountain, the precarious chandelier, 
the raised drawbridge and the 
enchanted forest, with the help of a 
variety of unusual spells. Many 
problems have more than one 
solution and, until you have 
unravelled them all, the whole thing 
won't knit together! 



By Pete and Mike Aostm, from 
Level 9 Computing, 
rot B1C, CBM 64, Spectrum, Atari, 
Oric, Lynx and Naacom. 
Snowball is my second choice, for its 
realistic spine chilling effect, 
coupled with its well planned setting 
Whilst playing it, I felt as if I was 
taking part in a first class Bcience 
fiction film thriller. 

The Adventure is set aboard a 
spacecraft encapsulated in its own 
fuel of frozen ammonia — Snowball 9. 
The craft, en route to Eridani A with 
200,000 sleeping colonists aboard, is 
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vast. There are said to be 7,000 
different locations, although many of 
these are lookalikes. 

Purely text, this Adventure has 
lengthy replies which very 
effectively set the mood. You are 
agent Kim Kimberley, woken from 
cryogenic sleep because something 
aboard has gone wrong. . . . You 
must save the Snowball. 

Sinister robots called Nightingales 
relentlessly pursue you as you 
struggle to save the troubled ship. 
The background is excellently 
documented in an accompanying 
booklet and effectively adds to the 
realism of the scenario. "Everything 
in Snowball has a use" is the claim m 
the book. 

As a bonus, the BBC version loads 
to the strains of Vivaldi's Winferfrom 
The Four Seasons. 



By Brian Howarth. from Digital 
Fantasia far BBC and Spectrum. 
From Channel 6 Software for Atari, 
CBM 64, Dragon 32. 
Front Moiimerx Ltd for TRS-80 
Video Genie. 

Another game chosen for its spine- 
chilling realism, this one is a ghost 
story set in a deserted circus. 

Scott Adams' influence on Brian 
Howarth comes through clearly in 
this Adventure, one of the famous 
ATysferious Adventure series. The 
text is short and lends itself to a neat 
puzzle — which isn't set until you 
have Qiggered it in the right way. 

In the meantime, you can tty your 
hand at taming tigers, feeding seals, 
tightrope walking, acrobatics and 
even being shot from a cannon! Who 
is that clown and why does he dart off 
every time you approach? Why won't 
the generator work? 

I liked it in text, but there are 
graphics versions available for some 



By Scott Adam*, from Adventure 

International. 

For TRS-80, Apple, Atari, CBM, 

BBC and Spectrum. 

This one comes high on my list for 
its innovative approach in combining 
Marvel Comic superheroes with an 



A Marvef comic comes with the 1 1 
game and sets the scene. You start od 1 
at a disadvantage, as Bruce Bannet, I 
tied hand and foot to a chair. From 1 
there on, the puzzles get meaner is I 
the tradition of all Scott's games, but II 
give great satisfaction when solved. 

Where are all those gems you need 
to collect and how can they be I 
obtained? What is the meaning 
behind the mysterious message told 
you by Dr Strange and how do yon 
deal with a particularly nasty breed o[ 
ant? 

This game features what can only 
be described as an optical illusion - 
even in the text-only versions! 
Everyone would like to become thi 
Hulk now and again, wouldn't they? 
Well, this game gives you the 
chancel 



Since the 1984 
yearbook was 
published, our ace 
Adventurer, Keith 
Campbell, has been 
adventuring through 
an ever-increasing 
catalogue of games. 
Here he presents you 
with his pick of the 





best games. 

In compiling this 
top ten, Keith has 
considered games 
that he played for the 
first time during the 
past year. 

The ones listed 
stand out as extra 
special. 



From Shards Software, for Dragon 

12, BBC and Electron, 

the fifth on the list deserves its place 

br its most unusual screen present- 
. ibon, coupled with its interesting 
[ and humorous plot. 

Three separate programs make up 
I the whole package. Chapter I, The 
I Burning Farmhouse, is a rather 

tedious arcade -style Adventure. 

Chapter 3, European Trek, is a game 

that is fun to play, testing your 

reactions, memory and ingenuity. 
But Chapter 3, London Frolicks, is 

the real Adventure, and alone earns 
■ Pefn'greivits place in my honours list. 
J Travel the tube, dodge the London 
I traffic, gamble in an arcade — these 
1 are just a few of the things you'll be 
I getting up to, jumping for a while 

outside the normal Adventure format. 



By Faint Hearted Franklin, from 
Salamander: Software. 
For Dragon 32, BBC, and One, 
For the slick talking private eye, Dan 
Diamond, and for the wonderful new 
idea of printing the picture on paper, 
instead of programming it to display 
on a cathode ray tube and clutter up 
computer memory, I award 6th place 
to Frank/in 's Tomb. 

This is the first and best (so far?) of a 
series. An apparently run of the mill 
Adventure set in a tomb turns out to 
be something different when you get 
deep underground. Solve the main 
puzzle by solving the individual ones 
and you'll be set to take on the next in 
the series. Meanwhile, you'll get a 
few smiles in the process! 

And when you get stuck, browse 
through the illustrated booklet to see 
where you'd tried to go but couldn't 
and wince at Dan's corny American 



By Andy Mitchell, from Mikrogral. 
For BBC. 

Flint's Gold earns its place for giving 

entertained, relax with an Adventure, 
and not to resent being killed! 

With tech tricolour graphics, a 
hornpipe to set your feet a-tappin' 
and stunningly realistic sound 
effects, this zany game is described 
as guaranteed to kill or cure sea 
sickness, scurvy and beriberi. You 
have puzzles to solve and treasure to 

How many boats are moored to the 
jetty? Which one should you board? 
What is the meaning of the 
mysterious message whispered by a 
dubious seaman in a dark back alley? 

Heavily laced with fruity pirate 
language, this game, an Adventure in 
its own right, deliberately or not 
spoofs the famous Pirate Adventure 



From Tandy for TRS-80 with disc 



it converted for other micros? 

Xenos starts you off on a highway 
near a deserted gas station. Along 
the road, should you decide to leave 
the mysterious things at the gas 
station for a while, is a small deserted 
town. The rest is desert. 

Where has everyone gone? What 
lurks in the fish tank? Why not loot 
the bank while you have the chance? 
What strange things are going on out 
there in the drying heat of the desert? 
Will you survive to solve the 
mystery? 






By Peter KUlworthy, from Acorn- 

For BBC. 

I want to complete this one — there's 
some answers I'm dying to find out, 
so it deserves a place on my list! 

Your space ship has crash landed 
and your mission is on a strange 
planet. A fairly verbose text 
Adventure, this one has some strange 
devices just begging for answers 
knocking around! 

What earthly use is that robot that 
putters about after you? What 
mysteries are concealed within the 
dome? Is there a need to traverse 
what seems to be a maze — indead, is 
there a way out? Another game, this 
time solely for the BBC micro, that 
would stand conversion to other 



From Applications Software 

Specialities. 

For Spectrum and Atari. 

Denis makes the honours list as the 

first game to be commercially 

released, written on the Quill. A zany 

political satire. Denis is original in 

being written mainly in verse. 

This is a fun game — take more than 
ten moves without a swig of gin and 
you've had it! 

Chances are that you'll be a 
headline in the Sun newspaper if you 
fail in your mission — reaching the 
cellar of the Gravedigger's Arms. 

But first you must escape from 
Maggie. What a dream — if only we 
could! Perhaps that is what endeared 
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RUNS ON A TEXAS WITH TWO JOYSTICKS 



As the captain of a hunter killer battle ship, your 
job is to guard the entrance of a secret underwater 

defence establishment. 
Because of the huge amounts of time and money be- 
ing ploughed into the defence factory in an attempt to 
build the ultimate deterrent, there is only enough 

money to keep a single ship on guard outside 

the base making sure that no submarines slip past 

the security net 

The lack of money is so acute that even the number of 

depth charges you have on board has been limited. So 

you will have to be very careful with your aim. 

BY MARK HAWKINS 
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OLYMPIC HOLIDAY 










brother, Nathan, were sitting quietly 
with their Spectrum in the front room 
of their home in Old Coulsdon, a 
sleepy suburb of Croydon, just 
outside London. The next they were 
sitting in the Olympic Stadium in Los 
Angeles watching the track and field 
events and soaking up the sun! 

That's what reading Computer & 
Video Games does for yc 






of .: 



Antoi 



on Olympic holiday 
competition and the prize was a ten 
day trip to Los Angeles — all 
expenses paid — with tickets for the 
top Olympic events and the 
Executive Suite in the Sheraton Hotel 

Gavin correctly identified all the 
events of the decathlon from screen 
shots of the Activision game featured 
in the July issue of C&VG. 



This is the story of two 

Computer & Video Games 

readers who entered our great 

Olympic competition and found 

themselves on a flight to Los 

Angeles. USA! They went to the 

Olympics, Disneyland and had 

the holiday of a lifetime - just 

because they picked up C&VG. 

Hakes you think doesn't it? Next 

time it could be you - but 

meanwhile why not read all 

about Gavin and Nathan's trip to 

America? 



Me also came up with a nifty little 
slogan all about C&VG which went 
like this; "Mega-Supa, Software 
Smashing, Bad Game Bashing, Has 
No Trash In, Ever So Dashin' — 
magazine!" 

Gavin came up to London to 
receive his prize from the PiMan who 
jogged up from Portsmouth specially 
' £500 




admired their C&VG tee-shirts! They ( 
visited Disneyland where they tried 
out all the rides. Gavin's favourite 
Space Mountai 
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: the tickets 



the Pi-Ms 
very own bank account Then a 
couple of days later they were off — 
Qying high above the Atlantic toward 
Los Angeles. 

Once they arrived, they soon made 
friends — many young Americans 



arid death defying loops! Gavin and 
his brother also visited Knott's Berry 
Farm — a sort of Wild West theme 
park — with more giant roller coaster 

At the Olympics, the brothers saw 
Carl Lewis make one of his record 
breaking runs, watched the heart- 
stopping finish to the Ladies' 
Marathon and watched Daley 
Thompson going for gold. 

It was all over too quickly for the 
two boys — who told C&VG 
afterwards. "It was really great. We'd 
like to go back one-day. Thanks 
C&VG for such a great prizel" 

Which only goes to show that the 
biggest and best prizes are always in 
Computer & Video Games. 
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